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DRAGON DEMONSTRATIONS 


INTRODUCTION 


IF YOU'VE PICKED UP THIS BOOK, CHANCES ARE GOOD THAT YOU'RE A FAN OF 
FANTASY, MYTH AND DRAGONS. | MUST COMMEND YOU ON YOUR MOST 
EXCELLENT TASTE! INSIDE YOU WILL FIND STEP-BY-STEP DEMONSTRATIONS, 
BREAKDOWNS ON PIECES OF ANATOMY, COLOR THEORY AND ILLUSTRATIONS 
OF WAYS THAT ONE COULD VISUALIZE THESE CREATURES OF MYTH AND MAGIC. 


| HOPE THAT YOU USE THESE DEMONSTRATIONS AS SOURCES OF INSPIRATION 
AND FOUNDATIONS FOR DRAWING AND DESIGNING DRAGONS, RATHER THAN THE 
END-ALL BOOK ON THE SUBJECT. BY NO MEANS LET WHAT'S SANDWICHED 
BETWEEN THESE PAGES LIMIT POUR IMAGINATION OR THE MANY, MANY WAYS 
THAT YOU CAN DESIGN YOUR OWN UNIQUE DRAGONS! 


HOW το USE THIS BOOK 


IF YOU'RE FAMILIAR WITH MY OTHER BOOKS, YOU'RE WELL AWARE OF HOW 
THINGS WORK. BUT FOR THE UNINITIATED, I OFFER THIS ADVICE FOR WORKING 
THROUGH THE EXERCISES. THIS BOOK CONSISTS MAINLY OF EASY-TO-FOLLOW 
STEP-BY-STEP DEMONSTRATIONS. EACH NEW STEP OF EACH DEMONSTRATION 
IS DENOTED IN RED OR GREEN. FOLLOWING ALONG WITH THE 
DEMONSTRATIONS WILL HELP YOU DRAW SEVERAL DIFFERENT, TRULY 
EXTRAORDINARY CREATURES. WITH THIS BOOK, WE BRING BACK DOLOSUS, 
YOUR FIERCE DRAGON GUIDE INTRODUCED IN THE FIRST DRAGONART". НЕ 
SHOWS UP HERE AND THERE TO PROVIDE HELPFUL TIPS AND TRICKS TO EASE 
YOUR PASSAGE. 


DON'T BE DISCOURAGED IF YOUR FIRST EFFORTS DON'T LOOK EXACTLY AS YOU 
PLANNED. EVERYTHING COMES WITH PRACTICE. THE MORE YOU DRAW, THE 
BETTER YOU'LL GET. THROUGH SHEER REPETITION, YOUR DRAWINGS WILL 
IMPROVE AND YOUR OWN PERSONAL STYLE WILL EMERGE. IF EACH DRAWING 
YOU MAKE LOOKS A LITTLE BIT BETTER THAN THE PREVIOUS ONE, YOU'RE 
GETTING SOMEWHERE. 


50 SHARPEN YOUR PENCILS, FIND YOUR SOFTEST ERASER, PREPARE YOUR 
TRUSTY INKING PEN, AND LET'S GO! 


ж 


Indicate the head, 
chest and hips with 
le shapes. 


BEGIN WITH Å SIMPLE LINE OF MOTION, 


ret 


ADD А SNOUT TO THE HEAD BUBBLE. 


PLACE THE LEGS UNDER YOUR DRAGON, IF HIS LEGS SWAY TOO MUCH ТО ОНЕ SIDE OR THE 
OTHER, IT WILL LOOK LIKE HE'S ABOUT TO FALL OVER. 


AN the wonder and 
made of drayzzrkiri 
nithout any of the 
есен creatures to 
ћу ite majest 4 
/ 


DRAGON BASIC SHAPES 


FIRST THINGS FIRST. BEFORE YOU CAN DIVE INTO DRAWING BEAUTIFUL BEASTS, 
YOU NEED TO ARM YOURSELF WITH SOME DRAWING BASICS. THE EASIEST WAY 


ТО THINK ABOUT DRAWING ANYTHING IS TO THINK OF EVERYTHING AS SHAPES. 
ANYTHING YOU WOULD EVER WANT TO DRAW - TABLES, CHAIRS, FLOWERS OR 
UNICORNS - CONSISTS OF SIMPLE SHAPES. 


BASICS LEAD TO BEASTIES 


PRACTICE DRAWING THESE SIMPLE SHAPES BEFORE MOVING ON TO MORE 
COMPLICATED FORMS. 


DRAWING ANY CREATURE BEGINS WITH BASIC SHAPES 


EVERY DRAGON OR CREATURE YOU'LL LEARN ABOUT IN THE PAGES TO FOLLOW 
WILL BEGIN WITH SIMPLE SHAPES SUCH AS THESE. 


TOOLS YOU NEED 


THE WONDERFUL THING ABOUT DRAWING IS THAT VOU REALLY DON'T NEED 
MUCH - YOUR OWN IMAGINATION IS THE MOST IMPORTANT THING. TO GET 
WHAT'S IN YOUR HEAD DOWN ON PAPER, THOUGH, YOU WILL NEED: 


» SOME PENCILS AND A PENCIL SHARPENER 
» А WNEADED ERASER 
» PAPER 


THAT'S ALL THAT'S REQUIRED TO PROPEL YOURSELF INTO FANTASY-CREATURE 
CREATION READINESS! 


DRAGON SHADING AND 3-D EFFECTS 


DRAGONS APPEAR MORE REALISTIC WHEN YOU DRAW THEM TO LOOK THREE- 
DIMENSIONAL. IT ISN'T AS HARD AS ІТ SOUNDS. YOU JUST HAVE TO PAY 
ATTENTION TO DARKS AND LIGHTS AND HOW THEY AFFECT YOUR CREATURE. 


CONSIDER FIRST WHERE THE LIGHT IS COMING FROM. THIS IS CALLED THE 
LIGHT SOURCE. WHERE THE LIGHT SOURCE HITS YOUR DRAGON OR OTHER 
OBJECT is THE LIGHTEST SPOT, CALLED THE HIGHLIGHT. THE REST OF YOUR 
CREATURE WILL LIKELY BE IN SOME STAGE OF SHADOW. AS YOU DEVELOP 
YOUR SKILLS AT SHADING THE SHADOW AREAS, YOUR CREATURES WILL BEGIN 
ТО TAKE ОН NEW LIFE. 


PRACTICE ON SIMPLE SHAPES 


POLYGONS (SHAPES WITH THREE OR MORE SIDES) WILL OFTEN HAVE ONE SIDE 
FACING THE LIGHT SOURCE. THIS SIDE WILL BE CONSIDERABLY LIGHTER THAN 
THOSE ANGLED IN Å DIFFERENT DIRECTION. SIDES THAT ARE COMPLETELY CUT 
OFF FROM THE LIGHT WILL BE VERY DARK, GIVING YOU A HARSH EDGE. 


WITH ROUND OBJECTS THERE 15 NO CLEAR DEFINITION OF WHERE THINGS GET 
CUT OFF FROM DIRECT LIGHT. THE ANSWER TO THIS PROBLEM IS FAIRLY 
SIMPLE: BECAUSE THERE'S Å GRADUAL CUTOFF FROM THE LIGHT, νου WILL 
WAVE GRADUAL SHADOW WITH NO HARSH EDGES! FIGURE OUT WHERE YOUR 
LIGHT 15 HITTING DIRECTLY, AND AS THINGS MOVE FARTHER AWAY FROM THAT 
POINT OF LIGHT, THEY SHOULD GET DARKER. 


BE AWARE OF THE LIGHT SOURCE 


DRAGONS, SUPREME THOUGH THEY ARE, REMAIN SOLID, TANGIBLE OBJECTS 
THAT FOLLOW THE SAME LAWS AS EVERYTHING ELSE WHEN IT COMES TO LIGHT 
SOURCE. LIGHTING THAT COMES FROM A SINGLE DIRECTION WILL YIELD 
HIGHLIGHTS ON THE SURFACES THAT IT HITS, AND SHADOWS ON THE AREAS 
BLOCKED OFF FROM THE RAYS. 


PERSPECTIVE AND OVERLAP 


OVERLAP IS A GREAT TOOL FOR CREATING PERSPECTIVE, THE ILLUSION OF 
SPACE, AND 15 ARGUABLY ONE OF THE MORE IMPORTANT ASPECTS 10 
CREATING DRAWINGS FULL OF DEPTH. WHEN YOU DRAW ONE OBJECT OR PART 
OF AN OBJECT OVERLAPPING ANOTHER, THE OBJECT IN FRONT 
AUTOMATICALLY LOOKS CLOSER WHILE THE ONE IN THE BACK LOOKS FARTHER 
AWAY. 


YOU CAN USE OVERLAPPING OBJECTS TO CREATE A SENSE OF PERSPECTIVE NOT 
ONLY IN INDIVIDUAL CREATURES BUT ALSO IN WHOLE SCENES. DRAW A 
MOUNTAIN, THEN A HOUSE OVERLAPPING IT FOLLOWED BY A DRAGON 
OVERLAPPING THE HOUSE AND YOU'VE GOT A FOREGROUND, MIDDLE GROUND 
AND BACKGROUND. ONCE THOSE ARE CLEARLY DEFINED, YOU'VE GOT A 
BELIEVABLE DRAWING. 


OVERLAPPING DEFINES YOUR SPACE 


OVERLAPPING SHAPES HELP CLEARLY DEFINE YOUR FOREGROUND, MIDDLE 
GROUND AND BACKGROUND AND GIVE FRIENDLY DRAGONS LIFE THIS ONE A 
CLEAR SENSE OF SOLIDITY. 


WO PERSPECTIVE OR OVERLAP 


WITHOUT ANY OVERLAP OR PERSPECTIVE, 11 1S DIFFICULT TO GET AN IDEA OF 
THE SCALE OF THINGS. IT IS ALSO DIFFICULT TO THINK OF THE OBJECT AS 
EXISTING WITHIN A SPACE. IT'S LOST, FLOATING ON THE PAPER. 


OVERLAP PLUS SIZE VARIATION PROVIDE MORE PERSPECTIVE 


THE GREEN DRAGON IS SMALLER THAN THE BROWN. WHEN WE SEE IT THOUGH, 
WE DON'T THINK HE'S ACTUALLY SMALLER THAN THE BROWN. WE JUST ASSUME 
HE'S FARTHER ВАСИ IN THE SPACE THAT THEY SHARE. 


OVERLAP GIVES А SENSE ОР ORDER AND GROUND 


OVERLAP PROVIDES A SENSE OF SPACE. THE BRAIN REGISTERS THAT ONE 
OBJECT MUST BE IN FRONT OF THE OTHER. 


OVERLAP PLUS SIZE VARIATION PLUS ATMOSPHERE EQUALS 
PERSPECTIVE TO THE MAX! 


ATMOSPHERIC PERSPECTIVE MEANS THAT THINGS THAT ARE CLOSER APPEAR 
BRIGHTER, HAVE GREATER CONTRAST AND LOOK MORE IN FOCUS. AS THEY 
RECEDE, ALL THESE EFFECTS FADE. USING ALL THREE PERSPECTIVE TECHNIQUES 
GIVES THE VIEWER A GOOD SENSE OF DEPTH. 


COLOR AND PATTERN CONSIDERATIONS 


CHOOSING THE COLORATION FOR YOUR DRAGON IS AS IMPORTANT AS HAVING A 


UNIQUE, ANATOMICALLY BELIEVABLE DESIGN. THE RIGHT COLORS CAN MAKE 
YOUR DRAGON SHINE, WHILE THE WRONG ONES CAN MAKE IT CRINGE-WORTHY. 
WHEN TALKING ABOUT COLOR, THERE ARE A FEW TERMS YOU MIGHT RUN INTO: 


HUE REFERS TO WHERE ON THE COLOR WHEEL OR RAINBOW THE COLOR 
FALLS. 


VALUE REFERS Το HOW LIGHT OR DARK THE COLOR 15. 
CHROMA REFERS TO HOW INTENSE THE COLOR IS. 
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PURE WHITE VS. WHITE ISN'T WHITE 


$0 YOU THOUGHT YOU'D START SIMPLE AND JUST MAKE YOUR DRAGON WHITE: 
REMEMBER THAT WHITE ISN'T REALLY WHITE. YOU CAN USE A VARIETY ОР 


LIGHT GRAYS AND PASTEL TINTS TO ADD MORE INTEREST. 


DONT 


SATURATED MS PAINT COLORS VS. NEUTRAL COLORS 


WHEN CHOOSING COLORS FOR YOUR DRAGON, REMEMBER THAT THEY DON'T 
ALWAYS HAVE TO BE THE BRIGHTEST, MOST CHROMATIC VERSION OF THAT HUE 
AVAILABLE. SOMETIMES A LESS CHROMATIC BRICK RED CAN BE MORE 
EFFECTIVE THAN AN EVE-POPPING ONE. 


COMPLEMENTARY COLORS 


WHEN CHOOSING A COLOR COMBINATION, A SET OF COMPLEMENTARY COLORS 
CAN OFTEN PRODUCE A LOVELY RESULT. THE COMPLEMENT WILL ALWAYS BE 
ACROSS THE COLOR WHEEL FROM 115 OPPOSITE. 


ANALOGOUS COLORS 


ANOTHER COLOR STRATEGY 15 ТО WORK IN A COLOR FAMILY, AND NOT 
DEVIATE TOO MUCH IN HUE. USING A VARIETY OF VELLOW-GREENS, GREENS AND 
BLUE-GREENS CREATES MORE INTEREST THAN PAINTING THE ENTIRE DRAGON 
THE SAME COLOR ALL OVER. 


CHROMA CONTRAST 


WHEN A BRIGHT, CHROMATIC COLOR IS PLACED NEXT TO NEUTRAL COLORS, IT 
WILL SEEM TO "POP" AND ALMOST GLOW. THIS SAME RED PLACED NEXT TO 
EQUALLY CHROMATIC COLORS DOES NOT HAVE THIS EFFECT. 


DONT 
PATTERN BENDS AROUND FORM 


IF YOU CREATE A PATTERN, COLOR GRADATION OR MARKING, REMEMBER THAT 
IT WILL BEND AROUND THE SURFACE OF YOUR DRAGON'S SKIN. THE DRAGON IS 
SUPPOSED TO MIMIC A THREE-DIMENSIONAL CREATURE. ANOTHER DON'T: 
MAKING YOUR DRAGONS PLAID TO BEGIN WITH. 


INORGANIC PATTERNS 


GEOMETRIC MARKINGS CAN BE QUITE FUN TO PLAY WITH VISUALLY, THOUGH 
THIS CAN RESULT IN MAKING YOUR DRAGON LOOK MORE LIKE IT IS TATTOOED 
THAN BORN WITH MARKINGS. 


ORGANIC PATTERNS 


IF YOU WANT TO APPLY AN ELABORATE PATTERN TO YOUR DRAGON BUT DON'T 
KNOW WHAT TO DO, EXISTING PLANTS AND ANIMALS CAN BE A GREAT SOURCE 


OF INSPIRATION. THE DRAGON ON THE LEFT MIMICS A TIGER'S STRIPES, WHILE 
THE ONE ON THE RIGHT MIMICS THE PATTERN OF A BLUE TANG. 


COLOR GRADIENTS 


GRADIATING YOUR DRAGONS COLOR TOWARDS ITS EXTREMITIES 15 A 
STRATEGY YOU CAN USE TO ADD MORE INTEREST (LEFT). COLOR GRADIENTS 
DON'T HAVE TO BE ON THE EXTREMITIES ONLY, THOUGH. 


YOU CAN ALSO CREATE BLENDED SPOTS OF CONTRASTING COLOR TO ADD 
FLARE (RIGHT). 


WING PATTERNS 


PERHAPS THE MARKINGS ON YOUR DRAGON AREN'T ON ITS BODY AT ALL, BUT 
ОН ITS WINGS. AS WITH BODY PATTERNS AND MARKINGS, WING PATTERNS CAN 
BE BORROWED FROM NATURE OR SOMETHING YOU'VE CREATED FROM YOUR 
OWN IMAGINATION. 


DONT 


BRINGING IT ALL TOGETHER 


YOU CAN USE A VARIETY OF PATTERNS, FADES, COMPLEMENTARY, CHROMATIC 
AND NEUTRAL COLORS IN A VARIETY OF COMBINATIONS TO CREATE AN 
AWESOME LOOK FOR YOUR DRAGON. ALL THE THINGS WE'VE COVERED SO FAR 
ARE JUST IDEAS AND GENERAL GUIDELINES...JUST REMEMBER NOT ТО GO 
OVERBOARD. 


IPART R 
DRAGON ANATOMY AND EQUIPMENT 


THOUGM DRAGONS ARE CREATURES OF FANTASY AND IMAGINATION, HAVING 
SOLID ANATOMY IS AS IMPORTANT AS IF VOU WERE DRAWING AN ANIMAL 
FROM THE REAL WORLD. THOUGH PEOPLE HAVE NEVER SEEN Å DRAGON IN THE 
FLESH, YOU WANT TO MAKE THEM BELIEVE IT'S POSSIBLE! HAVING GOOD 
PROPORTIONS, SKELETAL STRUCTURE AND MUSCULATURE WILL GO Α LONG 
WAY TOWARD MAKING YOUR DRAGONS BELJEVABLE. IN THE FOLLOWING UNITS 
WE'RE GOING TO GO OVER DIFFERENT WAYS TO APPROACH DRAWING THE 
DIFFERENT PIECES ОР ANATOMY. THOUGM I'VE TRIED TO INCLUDE SEVERAL 
DIFFERENT APPROACHES FOR EACH PIECE, IT'S IMPORTANT TO NOTE THAT 
THESE ARE MERELY SUGGESTIONS AND YOU SHOULD NOT LET THE FOLLOWING 
PAGES LIMIT νου OR YOUR IMAGINATION. THERE ARE MANY WAYS TO CREATE 
AN ANATOMICALLY SOUND CREATURE, AND I ENCOURAGE YOU TO EXPLORE 
THEM ALL. 


EYES 


THERE ARE SOME GENERAL STEPS TO FOLLOW FOR EYES. 
I DRAW A CIRCLE SO WE KNOW THE BOUNDS OF THE ENTIRE EVE INDEPENDENT 


OF THE SOCHET AND FACE IT WILL BE SUNWEN INTO. INSIDE THE ORB OF THE 
EVE, DRAW ANOTHER CIRCLE FOR THE IRIS. 


ë DRAW THE BROW AND EYELIDS AROUND THE EVE. PUT А TEAR DUCT IN THE 
INNER CORNER CREATED BY THE EYELIDS. CONSIDER WHETHER VOU WANT THE 
SKIN AROUND THE EVE TO BE WRINKLY, SCALED OR SMOOTH. 


3 CLEAN UP YOUR SKETCH AND REMOVE АМУ STRAY CONSTRUCTION LINES. 
REFINE YOUR DRAWING AND ADD IN ANY MINUTE DETAILS YOU WISH. 


* COLOR THE EVE. 
ORB EVES 
24 


These don't have а 
pupil and iris as we 
know it, but this glassy 


the eye around it, so it's 


he eye around it, 
worth sketching out. 


ret 


234 


24 


o 


EVES WITHOUT PUPILS MAKE A DRAGON LOOK ALIEN AND POWERFUL! 


WHEN VOU COLOR THIS EVE, CONSIDER MAKING IT GLASSY OR GLOWING WITH AN INNER 
LIGHT. 


DRAW A SLIT PUPIL IN THE MIDDLE OF THE IRIS. IT MAY CURVE SLIGHTLY BECAUSE THE 
SHAPE OF THE EVE 15 FOUND AND THE PUPIL WILL BEND AROUND IT. 


REPTILE EYES 
24 


ret 


234 


296 


PINGING THE SLIT PUPIL OF THE EVE WITH A SLIGHTLY LIGHTER VARIATION OF THE IRIS 
COLOR ENHANCES THE REPTILIAN APPEARANCE. 


ROUND PUPIL EYES 
24 


Inside the iris, add а 
smaller circle in the 
center for the pupil. 
Depending on how 
much light is hitting the 
eye, make the pupil very 
small (bright light) or 
very large (low light). 


Ма: 


334 


24 


Consider color varia- 
tions such as flecks of 
gold inside the iris. 


JEWEL EYES 
24 


THIS EVE HAS MANY PLANES, MAKE THESE FACETS ANGLE AROUND THE EVE SO THAT IT 
STILL APPEARS TO BE A FAIRLY FOUND THREE-DIMENSIONAL SHAPE. 


ret 


DRAW THE BROW AND EVELIDS AROUND THE ЕРЕ, PUT A TEAR DUCT IN THE INNER CORNER 
CREATED BY THE EYELIDS, CONSIDER WHETHER VOU WANT THE SKIN AROUND THE EVE TO 
BE WRINKLY, SCALED OR SMOOTH. 


234 


YOU MAY WISH TO SOFTEN THE LINES THAT DEFINE THE FACETS OF THE EVE, AS VOU САМ 
REALLV MAKE THE FACETS POP WITH COLOR ALONE, 


24 


WHEN VOU COLOR AND SHADE TOUR EVE, THE PLANES OF THE FACETS MAY BE LEFT IN 
SHADOW OR BRIGHT HIGHLIGHT, GIVING IT A SUBTLE MOSAIC EFFECT, 


OVERBITE JAW 


HERE, YOU'LL LEARN HOW ТО DRAW AN OVERBITE JAW IN BOTH A CLOSED 
AND OPEN POSITION. LIKE THE REST OF THE FACIAL FEATURES, THERE ARE 
SOME SIMILARITIES. NOTE THAT THE DRAGONS IN THIS DEMO ARE FOR JAW 


EXAMPLE PURPOSES ONLY AND ARE LACHING ANY EMBELLISHMENTS. 


| DRAW THE UPPER PORTION OF THE SKULL AND JAW AND THE LOWER 
JAW/MANDIBLE. THE UPPER PORTION OF THE JAW SHOULD OVERLAP THE 
LOWER. 


ë ADD RIDGES ABOVE THE EYES. 

3 PENCIL IN NOSTRILS. 

4 ERASE STRAY CONSTRUCTION LINES AND REFINE YOUR DRAWING. 
5 COLOR! 

OPEN OVERBITE 

24 


г 


«е 


А GENTLY CURVING GUIDELINE HELPS KEEP THE JAWS LINED UP EVEN WHEN THEY'RE 
OPEN, 


ret 


ALONG WITH THE EVE RIDGES, ADD THE A STRETCHY PIECE OF SKIN ON THE CORNER OF THE 


MOUTH 


234 


ALONG WITH NOSTRILS, PENCIL IN A SET OF ИЛСКЕР TEETH, 


24 


ast 


CONSIDER COLORING THE LOWER JAW А COLOR THAT BLENDS IN WITH ITS BELLY COLOR. 
CLOSED OVERBITE 
ж 


HERE THE UPPER JAW EXTENDS OUT OVER THE LOWER, CREATING AN OVERBITE. HOW 
EXTREME VOU WANT TO MAKE YOUR OVERBITE IS UP ТО VOU. 


ret 


ALONG WITH THE EVE RIDGES, ADD THE CHEENBONES, 


384 


24 


ast 


COLORING THE LOWER JAW A BRIGHT FLASHY COLOR WILL MAKE YOUR DRAGON STAND 
OUT AND CATCH THE EVES OF ALL THE LADY DRAGONS! 


UNDERBITE JAW 


THE IDEA BEHIND THIS JAW IS THAT THE LOWER JAW EXTENDS WELL PAST THE 
UPPER AND FORMS A SHARP, JUTTING CHIN. THIS CAN BE PARTICULARLY 


USEFUL FOR DRAGONS OF Å LESS-THAN-BENEVOLENT NATURE! 


I DRAW THE UPPER PORTION OF THE SKULL AND JAW, AND THE LOWER 
JAW/ MANDIBLE. THE LOWER JAW IS MUCH THICKER AND LONGER THAN THE 
UPPER. THE LARGER THE LOWER JAW, THE MORE MASSIVE YOUR DRAGON 
WILL APPEAR. 


e TURN THE JAWS INTO A SERRATED BLADE BY EQUIPPING THE UPPER AND 
LOWER PORTION OF THE JAWS WITH SHARP JUTTING PIECES OF BONE AND 
SCALES THAT EXTEND OUT. 


3 PENCIL IN A SET OF NOSTRILS, HIGH UP ON THE SKULL. 


4 ERASE ANY STRAY CONSTRUCTION LINES AND REFINE YOUR DRAWING. (NOTE 
THAT THIS DRAGON IS FOR JAW EXAMPLE PURPOSES ONLY AND IS LACKING 
ANY EMBELLISHMENTS.) 


5 CONSIDER COLORING THE UPPER JAW AND HOSE A DIFFERENT COLOR THAN 
THE REST OF THE DRAGON. 


OPEN UNDERBITE 
24 


ret 


234 


246 


ADD A FORKED TONGUE. 


LET THE UPPER JAW SINK A LITTLE BIT INTO THE SPACE OCCUPIED BY THE LOWER, 
FORMING AN UNDERBITE. 


ret 


9% 


296 


ast 


BEAK JAW 


THIS JAW HAS Å SIMILAR STRUCTURE TO THAT OF Å BIRD OF PREV. Å SHARP, 
HOOKED BEAK AND LACK OF TEETH CREATE A REGAL- LOOKING SLEEK-LOOKING 
WEAD. 


I DEFINE THE SKULL AND UPPER AND LOWER JAWS. 


ë HALFWAY DOWN THE HEAD, DRAW ΤΗΕ CERE, THE RIDGE IN THE UPPER 
PORTION OF THE ВЕАК. 


3 PENCIL IN THE NOSTRILS OR HARES. 
4 ERASE ANY STRAY CONSTRUCTION LINES AND REFINE YOUR DRAWING. 


5 COLOR THE BEAKED JAW. MAKE THE BEAK PORTION A DIFFERENT HUE OR 
VALUE THAN THE SURROUNDING AREA TO HELP IT STAND OUT. 


CLOSED BEAK 
24 


MAKE SURE THAT THE UPPER ЈЛИ/ НООК5 OVER THE LOWER JAW, 


ret 


234 


a 


ast 


OPEN BEAK 
24 


WHEN THE BEAN OPENS, MANE SURE THAT THE UPPER AND LOWER JAW LINE UP. А 
CURVING GUIDELINE САМ HELP WITH THIS. 


ret 


MAKE SURE THAT THE UPPER AND LOWER JAW HAVE A HOOKED END TO THE BEAN. 


23 


ADD A TONGUE. 


296 


w 
10 
~ 


EARS 


EARS CAN HELP DEVELOP THE TYPE OF DRAGON AND ITS EXPRESSION. EARS 
THAT ARE LAID BACK MAY SHOW THAT THE DRAGON 15 FEELING UPSET OR 
AGGRESSIVE, FOR EXAMPLE. A DRAGON THAT'S SOFT AND CUDDLY MAY HAVE 
TUFTED OR FEATHERED EARS, WHILE AN AQUATIC DRAGON MAY HAVE WEBBED 
EARS OR EAR HOLES SURROUNDED BY ELABORATE FINS AND CRESTS. AND 
SOME DRAGONS MAY NOT HAVE EARS AT ALL! 


TF 


PENCIL МА VERV LOOSE EAR SHAPE THAT HAS A LINEAR, STRAIGHT TOP AND A GENTLY 
CURVING LOBE. ADD A THICK RIM THAT CONNECTS WITH THE RIGHT SIDE OF THE EAR, 
ALLOWING IT TO TAPER AS IT REACHES THE TIP OF THE EAR. 


ADD A FEW SOFT, SMALL FEATHERS UNDERNEATH THE RIM. 


A SWEEPING ARC OF STIFF, LARGE EVENLY SPACED FEATHERS RADIATES FROM THE CENTER 
OF THE EAR. 


FEATHERED EARS 
24 


ret 


234 


24 


60 OVER YOUR CONSTRUCTION LINES, ADD TINY DETAILS, SUCH AS RIPS IN THE FEATHER OR 
WRINKLES WHERE THE EAR MEETS THE HEAD. 


ast 


YOU МАР DECIDE Το USE A DIFFERENT COLOR OF FEATHER FOR THE SMALL, SOFT INNER 
FEATHERS AND THE LARGE CREST LINE FEATHERS OF THE OUTER EAR. 


LONG EARS 
24 


DRAW А LONG SHAPE WITH A FLAT, STIFF TOP AND A GENTLY-CURVED LOBE. DRAW IN THE 


EAR RIM, MAKING IT THICKER AT THE BASE. ALLOW IT TO TAPER TOWARD THE TIP. 


ret 


ADD A LOWER RIM THAT IS THICKER TOWARD THE BASE AND TAPERS TOWARD THE TIP. 
THE LOWER RIM SHOULD NOT BE AS THICK AS THE UPPER. IN BETWEEN THESE TWO EDGES, 
PLACE A SERIES OF U SHAPES IN SETS OF TWO. THIS WILL CREATE LIFTED AREAS OF 
CARTILAGE THAT WILL HELP DIRECT SOUNDS TO KIM. 


234 


ADD DETAILS SUCH AS TUFTS OF FUR OR TEARS ALONG THE LONG EARLOBE. REMEMBER 
THAT ANY TEARS VOU MAKE ARE TEARS INTO A 3-D OBJECT, THE DEPTH OF EACH CUT 
SHOULD REFLECT HOW THICK THE EAR JS. 


24 


ast 


YOU MAY WANT TO MAKE THE INNER EAR A DIFFERENT COLOR THAN THE OUTER, OR 
MAYBE THE SAME INSIDE AND OUT! 


WEBBED EARS 
24 


PRAW A ROUND, OVAL SHAPE. ADD A RIM THAT'S THICKER AT THE BASE AND TAPERS 
TOWARD THE OPPOSITE EDGE. 


Det 


— 2 


ADD IN А LOWER RIM AND A COUPLE PAIRS OF U SHAPES THAT CURVE TOWARDS THE 
CENTER OF THE EAR. 


234 


ADD A SERIES OF BRANCHES THAT RADIATE OUT FROM THE CENTER. CONNECT THESE WITH 
SMALL U-SHAPED PIECES OF WEBBING. 


a 


ast 


DROOPY EARS 
24 


DRAW YOUR PENCIL DOWNWARD TO CREATE A LONG, DIAMOND SHAPE. ADD A RIM THAT'S 
THICKER AT ITS BASE AND TAPERS TOWARD THE TIP. 


ADD SEVERAL PAIRS OF U SHAPES THAT CURVE TOWARD THE BASE TO SHOW CARTILAGE. 


ret 


334 


DRAW IN RIPS WHERE YOUR DRAGON MAY HAVE GOTTEN INTO A FIGHT, OR WRINKLES 
WHERE THE SKIN HANGS LOOSE. 


24 


ast 


I COLORED MY EAR A LIGHT, PEACH ON THE INSIDE AND A DARK BLUE ОМ THE OUTSIDE. 
THE EDGE OF THE EARLOBE HAS A LITTLE BIT OF THE BLUE BLEEDING IN BECAUSE THERE 
ISN'T A CLEAN TRANSITION BETWEEN THE TWO. 


UPRIGHT TUFTED EARS 
24 


DRAW A TRIANGULAR SHAPE. DRAW THE RIM AND ALLOW A THICK, GENEROUS BASE THAT 
TAPERS TOWARDS THE TIP, 


ret 


DRAW TWO PAIRS OF U SHAPES THAT CURVE TOWARD THE BASE. 
334 


ADD DETAILS SUCH AS TUFTS OF FUR ALONG THE EDGES OR AN ADDITIONAL LINE OF 
CARTILAGE ОМ THE BACK, 


24 
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HORNS 


YOU CAN CREATE A HUGE VARIETY OF SHAPES AND SIZES WHEN DRAWING 
HORNS, FROM LARGE SPIRALS TO A SERIES OF SHORT SPINES. DO NOT LET 
WHAT'S ON THESE PAGES LIMIT YOU. THERE ARE THOUSANDS OF DIFFERENT 
HORNS THAT YOU CAN DRAW! 


BLADED 
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DRAW A SIMPLE HORN SHAPE THAT CURVES DOWNWARD, 
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FOLLOWING THE EDGE OF THE LARGER HORN, CREATE A SERIES ОР SMALLER BLADES THAT 
TAPER TOWARD THE END, BUT ALSO GENTLY CURVE. 


234 


IN THE CENTER CREATE AN INTERIOR SET OF SCALES OR ARMOR OR LEAVE IT PLAIN, 


24 
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CLEAN UP YOUR SKETCH AND REMOVE ANY STRAY LINES. REFINE YOUR DRAWING AND ADD 
ANY MINUTE DETAILS VOU WISH, 


ast 


JF YOU ADDED ARMORED DETAIL IN THE MIDDLE, CONSIDER MAKING IT A TINT OF THE 
AREA SURROUNDING IT. 


TRI 
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DRAW A SET OF THREE LINES THAT EXTENDS FROM THE EDGE OF THE EVE, CHEEK AND 
LOWER JAW. EACH LINE SHOULD HAVE A GENTLE CURVE. 


ret 


ADD A LOWER EDGE TO EACH HORN THAT LEAVES THE HORN THICK AT THE BASE AND 
ALLOWS IT YO TAPER YO A POINT AT THE END. 
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IN BETWEEN THE SET OF THREE HORNS, ADD SOME WEBBING OR LEAVE IT PLAIN. 


24 
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YOU САМ LEAVE THE HORNS BONE-WHITE, PITCH-BLACK, OR MAKE THEM A COLOR THAT 
COMPLEMENTS YOUR DRAGON'S SCALES, 


SHOUT 
24 


ОМ THE END OF THE SHOUT, DRAW A PAIR OF CURVING LINES THAT BRANCH OUT IN EITHER 
DIRECTION, 


Ма: 


ADD THE OTHER EDGE TO EACH HORN THAT LEAVES THE SPIKE THICK AT THE BASE AND 
POINTED AT THE TIP. 


334 


YOU САМ ADD A THIN RIDGE OF SKIN AROUND WHERE YOUR HORN MEETS THE SHOUT ОР 
THE DRAGON, 


24 


ast 


SEGMENTED 
24 


DRAW A THICK, GENTLY CURVING HORN THAT EXTENDS FROM THE TOP OF THE SKULL ТО 
THE MIDDLE OF THE LOWER JAW AND TAPERS TO A FINE, CURVED POINT, 


ret 


KEEPING THE SWEEP ОР THE LINES SIMILAR TO THAT OF THE CONTOUR, РЕЛИ/ TWO LINES 
THAT FORM A GROOVE IN THE LOWER MIDDLE PORTION OF THE HORN, 
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BREAK THE HORNS INTO SEPARATE SEGMENTS THAT START THICK AND GRADUALLY THIN AS 
THEY СЕТ CLOSER TO THE SHARP POINT OF THE HORN, HAVE THESE SEGMENTS ARC INTO 
AND OUT OF THE GROOVES YOU MADE BEFORE. 


24 
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CLEAN UP YOUR SKETCH AND REMOVE ANY STRAY CONSTRUCTION LINES. ADD ANY MINUTE 
DETAILS VOU WISH, 


ast 


WHEN VOU APPLY LIGHTING, CONSIDER ADDING A TOUCH OF SHINE ALONG THE EDGE ОР 
EACH SEGMENT, FURTHER POPPING IT OUT! 


SPIKED, SEGMENTED HORNS 


aK 


DRAW A CONTOUR THAT EXTENDS FROM THE TOP OF THE HEAD TO THE MIDDLE OF THE 
LOWER JAW. MAKE IT AS LONG AS YOU WISH. 


ret 


DRAW A SERIES OF PARALLEL ANGLED LINES THAT CROSS THE CONTOUR. 


234 


ADD A SERIES OF ARCING PENCIL MARKS THAT CONNECT THESE SEGMENTS AND CREATE 
BONY SPIKES THAT STICK UP OFF OF THE ENDS OF EACH ОНЕ, THE SPIKES ARE AS LONG AS 
VOU WISH, 
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RAM 
24 


DRAW A PAIR OF LINES THAT SWEEP UNDER YOUR DRAGON'S JAW AND FACE FORWARD. 
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ADD A THIN LINE THAT RUNS FROM THE TOP EDGE OF THE HEAD TO THE ПР OF THE HORN, 
FOLLOWING THE CONTOUR OF THE HORN, 
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ADD AN ADDITIONAL PAIR OF CURVING LINES THAT FOLLOW THE SAME ARC AS THE 


CONTOUR OF THE HORN TO CREATE GROOVES. 
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FORWARD FACING 
24 


THIS SHAPE IS MORE COMPLEX. CREATE A SHAPE THAT STARTS OUT BEHIND THE JAW AND 
WRAPS AROUND ТО FACE FORWARD. 


ret 
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ADD A THIN LINE THAT RUNS FROM THE TOP EDGE OF THE HEAD TO THE ПР OF THE HORN, 
FOLLOWING THE CURVING SHAPE. 
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DRAGON WINGS 


THE STYLE OF WINGS YOU CHOOSE FOR YOUR DRAGON CAN CONTRIBUTE JUST 
AS MUCH TO ITS OVERALL LOOK AS THE FEATURES YOU CHOOSE FOR 115 FACE. 
THE WINGS WILL OFTEN TAKE UP A LARGE PORTION OF ANY CANVAS THAT YOU 
PRAW YOUR DRAGON ON, SO HAVING A PAIR WITH FLAIR IS IMPORTANT! 


STANDARD BATLIKE DRAGON WING 
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DRAW A LOOSE SKELETON THAT SHOWS THE SHOULDER, ELBOW AND “HAND.” CREATE /-2 


BRANCHES FROM THE ELBOW AND 9-5 FROM THE HAND. 


ret 


CREATE A THICK, MUSCLED SHOULDER, FLESH OUT THE ARM OF THE WING, AND CREATE A 
SERIES OF THIN, DELICATE "FINGERS" FOR THE WING MEMBRANE TO STRETCH ACROSS. 


234 


DRAW GENTLE U SHAPES BETWEEN EACH SET OF FINGERS. VOU MAY ALSO CREATE A FLAP 
OF SKIN THAT STRETCHES FROM WRIST TO SHOULDER FOR EXTRA SURFACE AREA FOR YOUR 
DRAGON TO GLIDE WITH, 


24 


ADD DETAILS SUCH AS LITTLE WRINKLES WHERE THE SKIN IS BUNCHED UP, PARTICULARLY 
AROUND THE JOINTS, 


ast 


ERASE ANY STRAY CONSTRUCTION LINES AND PUT DOWN THE FINAL PENCILS OR INK WORK 
FOR THE WING, 


FINGERLESS WING 
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DRAW A LOOSE SKELETON THAT SHOWS THE SHOULDER, ELBOW AND “HAND.” FROM THE 
HAND, EXTEND A SINGLE, STRONG BRANCH THAT WILL CREATE THE VERV ПР OF THE WING. 
YOU САМ ADD A BRANCH FOR SUPPORT FROM THE ELBOW, BUT THIS IS OPTIONAL. 


ret 
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USING YOUR LOOSE SKELETON AS A GUIDE, CREATE A THICK, MUSCLED SHOULDER, AND 
FLESH OUT THE ARM OF THE WING. 


234 


DEAW A SINGLE, LARGE FLAP OF SKIN THAT RUNS FROM THE BODY ТО THE TIP OF ITS WING, 
OR, IF VOU ADDED A BRANCH AT THE ELBOW, DRAW ONE THAT RUNS FROM WING ТО 
ELBOW BRANCH, AND ELBOW BRANCH Το BODY. THESE AREAS OF MEMBRANE ARE LARGE 
AND COVER A LOT OF SURFACE AREA. 


24 


ADD LITTLE WRINKLES WHERE THE SKIN 15 BUNCHED UP, PARTICULARLY AROUND THE 
JOINTS OR PLACES WHERE THE MEMBRANE MAY NOT BE STRETCHED AS TIGHTLY. 
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PART FEATHERED, PART BATLIKE DRAGON WING 
24 


DRAW A LOOSE SKELETON THAT SHOWS THE SHOULDER, ELBOW AND “HAND.” FROM THE 
HAND CREATE 4-5 BRANCHES. 


ret 


CREATE A THICK, MUSCLED SHOULDER, AND FLESH OUT THE ARM. YOU COULD ADD 
HOOKED CLAWS TO THE END OF EACH FINGER. 


234 


IN BETWEEN EACH PAIR OF FINGERS, DRAW UPSIDE DOWN, GENTLY CURVING U SHAPES, 


DRAW TWO GUIDELINES TO HELP VOU FIGURE OUT WHERE THE FEATHERS WILL OVERLAP 
THE BAT WING. THE FEATHERS NEED TO GROW OUT OF THE ARM PORTION OF THE WING. 
THEY CANNOT GROW OUT OF THE THIN SKIN OF THE WING MEMBRANE, AS THERE'S NOTHING 
TO ANCHOR TO! 


24 


USING THE GUIDELINES, ADD THE FEATHERS. 
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TATTERED DRAGON WING 
24 


BEGIN THIS WING AS VOU WOULD A STANDARD WING. 
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CREATE THE THICK, MUSCLED SHOULDER, FLESH OUT THE ARM, AND CREATE A SERIES OF 
THIN, DELICATE "FINGERS." 


234 


BETWEEN EACH SET OF FINGERS, DRAW SHARP U SHAPES, YOU MAY ALSO CREATE A FLAP 
OF SKIN THAT STRETCHES FROM WRIST TO SHOULDER FOR EXTRA SURFACE AREA. 


24 


DETAIL IN TORN MEMBRANE. YOU CAN CREATE PRAYED SKIN JUST ОМ THE 
EDGES, OR PUNCH MASSIVE HOLES INTO THE INTERIOR OF THE WING ITSELF, 
JUST REMEMBER THAT IT'S UNLIKELY FOR ANY SKIN TO HANG FAR BEYOND THE 
BOUNDS OF THE U-SHAPED GUIDES, UNLESS A MASSIVE FLAP HAS COME LOOSE. 
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MULTISPINED DRAGON WING 
24 


С N 


AS BEFORE, DRAW А LOOSE SKELETON, START WITH A SHOULDER, ELBOW AND WRIST 
CONNECTION. DOWN THE LENGTH OF IT, CREATE EVENLY SPACED SPINES, 


ret 


FLESH OUT THE ARM AND CREATE A SERIES ОР THIN, DELICATE SPINES FOR VOUR WING 
MEMBRANE TO STRETCH ACROSS, 


234 


If you want, you can 
create a second set 
of spines closer to 
the body for an extra 
interior fan. 


24 


BETWEEN EACH SET OF SPINES, DRAW A HARSH OR GENTLE UPSIDE DOWN U SHAPE 
(DEPENDING ON THE SHAPE YOURE GOING РОК). 


ast 


ERASE ANY STRAY CONSTRUCTION LINES AND PUT DOWN THE FINAL PENCILS OR INK WORK. 


SCALES 


MANY DRAGONS ARE BASED ON THE IDEA OF A LARGE FLYING REPTILE, SO A 
SCALED HIDE CAN BE JUST AS APPROPRIATE AS A LEATHER HIDE. PUTTING 
SCALES AND PLATING ON YOUR DRAGONS ALLOWS FOR FURTHER DESIGN 
CUSTOMIZATION, AND THE TYPE OF SCALES YOU USE AFFECTS THE FINAL LOOK. 
YOU CAN USE SCALES ALL OF THE SAME TYPE OR COMBINE MANY DIFFERENT 
TYPES OF SCALE FOR AN ELABORATE PATTERN. WHEN PUTTING SCALES - OR 
ANY DETAILS - ON YOUR DRAGON, PLAN IN ADVANCE WHAT TYPE OF LOOK 
YOURE GOING FOR. 


SCALE PATTERN I 
THIS PATTERN IS BASED AROUND Α SERIES OF HALF OVALS. 
24 
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THE BOTTOM OF EACH OVAL 15 WHERE THE NEXT ROW OF OVALS BEGINS. 


ret 
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CONTINUE WRAPPING THE PATTERN AROUND THE BODY AND LIMBS, 
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CREATE BUMPS AND INDENTATIONS ALONG THE EDGES OF VOUR INITIAL SHAPES FOR A 3-P 
FEEL. 


296 


Place small shadows at the points where two 
scales meet. Scales are small, relatively flat 
objects, so they won't cast huge shadows. If "> 

you shade them too much, your dragon may 

end up looking like one big flat pattern. Light 
the body as a whole before you create shadows 
for the details. 


SCALE PATTERN 2 
THIS PATTERN IS CREATED WITH POLYGONS. 


=> 


ж 


START WITH A HEXAGON, EACH EDGE SHARES WITH ANOTHER SCALE. EACH CORNER IS THE 
POINT AT WHICH VOU CAN CREATE A NEW LINE, THUS A NEW EDGE FOR THE SCALES THAT 
FOLLOW TO SHARE. 


ret 


THE KEY TO THIS PATTERN IS THAT EVERY SCALE SHARES A SIDE WITH THE SCALE NEXT ТО 
IT, AND THAT ALL THE CORNERS ARE SHARED AS WELL, 


384 


CREATE DIPS AND BUMPS ALONG THE EDGES OF THE BODY PARTS VOU WERE COVERING 
WITH SCALES SO THAT THE SCALES SEEM MOFE З-Р, 


24 


THE CORNERS ARE THE NATURAL PLACE ТО PUT A TINY LITTLE SHADOW, AS ALWAYS, 
REMEMBER THAT THE LARGER SHAPES OF YOUR DRAGON'S BODY ARE THE PLACES WHERE 
LARGER SHADOWS WILL LIE. 


SCALE PATTERN 3 
THIS FLAT SCALE PATTERN REQUIRES A TOUCH OF PREPLANNING. 
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CREATE TWO GUIDELINES LOCATED BETWEEN EACH ROW ОР SCALES. ONCE THESE ARE IN 
PLACE, CURVE A SERIES OF LINES AROUND THE SHAPES CREATING THE ROWS OF SCALES. 


ret 


THE SMALL SPACE VOU CREATED THE GUIDES FOR WILL BE USED TO FINISH OFF THE EDGE 
OF EACH SCALE. LINN EACH SCALE TO THE CORNER OF ANOTHER ABOVE IT OW THE 
OPPOSING SIDE. THIS MAKES THE SCALES INTERLOCH. 
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ERASE THE GUIDELINES AND CLEAN UP VOUR SCALE PATTERN. 
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TO MAKE SCALES SEEM GLOSSY, PLACE HIGHLIGHTS THAT FOLLOW THE CURVE OF YOUR 
DRAGON'S LIMBS AND BODY. 


SCALE PATTERN 4 
24 


CREATE THE SET OF TWO GUIDELINES BETWEEN EACH ROW OF SCALES. PUT A GUIDE DOWN 
THE CENTER OF EACH ROW, 


ret 


CREATE A SERIES OF V- SHAPED SCALES. DRAW THE GUIDELINE DOWN THE CENTER OF EACH 
ROW 50 THAT THE POINT OF EACHV LINES UP AND FOLLOWS THE FORM OF THE DRAGON'S 
BODY. USE THE GUIDES IN BETWEEN EACH ROW ОР Ч “SHAPED SCALES TO INTERLOCK THE 
SCALES. DRAW A LINE THAT EXTENDS FROM THE EDGE OF EACH SCALE AND CONNECTS TO 
THE EDGE OF THE SCALE ABOVE IT ОМ THE ADJACENT ROW, 


23 


YOU CAN EITHER ERASE THE GUIDE-LINE USED TO CREATE THE POINT OF EACHV OR LEAVE 
IT IN PLACE OR BREAK IT UP TO MAKE IT APPEAR AS IF THERE'S A RIDGE DOWN THE 
CENTER OF ЕЛСНУ. 
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CONSIDER USING Å DIFFERENT COLOR ОМ EACH ROW OF SCALES, 


SCALE PATTERN 5 
24 


LAV DOWW A SERIES OF GUIDES THAT WILL DICTATE THE ROWS WHERE EACH OF THE 
SCALES AND THE SPACES IN BETWEEN THEM WILL BE. 
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STAYING IN THE GUIDES OF EACH ROW, CREATE RECTANGULAR SCALES SPACED AS ROUGHLY 
FAR APART AS THE ROWS ARE SPACED FROM EACH OTHER. 


23 


CLEAN UP THE GUIDELINES AND YOU'RE LEFT WITH NEAT LITTLE ROWS OF RECTANGULAR, 
BUMPY SCALES THAT SIT ON ТОР OF THE DRAGON'S HIDE. 


24 


YOU САМ МАКЕ THE SCALES GLOSSY, AND THE LEATHERY HIDE BENEATH A DULLER FINISH. 


SCALE PATTERN 6 


SOME DRAGONS HAVE AN UNDERBELLY THAT'S DIFFERENT THAN THE REST OF 
THEIR HIDE, SO YOU'LL NEED A SERIES OF FLAT GLOSSY SCALES FOR THE 
BELLY. 
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LAY DOWW A GUIDELINE TO DICTATE THE EDGE WHERE THE BELLY MEETS THE REST OF THE 
SKIN COVERING HIM. ADD ANOTHER GUIDE THAT WILL RUN DOWN THE CENTER OF THE 
BELLY, 


ret 


KEEPING YOUR SCALES WITHIN THE EDGES OF THE UNDERBELLY, CREATE A SERIES OF 
HORIZONTAL CURVES. THE POINT AT WHICH EACH CURVE TURNS UPWARD SHOULD MEET AT 
THE GUIDELINE RUNNING DOWN THE CENTER OF THE BELLY. 


23 


CLEAN UP YOUR SCALES, 


a 


THE UNDERBELLY MAY BE A DIFFERENT COLOR THAN THE REST OF THE DRAGON'S BODY. 
SCALE PATTERN 7 
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CREATE A SERIES OF FLAT HORIZONTAL SCALES THAT FOLLOW THE LINE OF THE DRAGON'S 
BELLY, 


ret 


EXTEND THE V AND EDGE OF EACH SCALE TO CREATE OVER-SIZED PLATES THAT OVERLAP 
EACH OTHER AS WELL AS THE SKIN BENEATH THEM. 


234 


ERASE THE UNNECESSARY LINES. CONSIDER ADDING NICKS AND DINGS TO THE SCALE 
PLATING, 


296 


AS THESE SCALES ARE LARGER AND OVERLAP MORE THAN FLATTER INTERLOCKING SCALES, 
THEY МАУ CREATE SLIGHTLY MORE PROMINENT SHADOWS. 


DRAGON LIMBS 


MAKING SURE THAT YOUR DRAGONS LIMBS HAVE GOOD PROPORTIONS, 
SKELETAL STRUCTURE AND MUSCULATURE WILL HELP ENSURE THAT 
BELIEVABILITY. (LEGS NEED TO CAPABLE ОР BEARING DRAGON WEIGHT.) ALSO 
KEEP IN MIND WHEN COLORING THAT MOST OFTEN DRAGON LIMBS ARE THE 
SAME COLOR AS THE REST OF THE BODY. 


LEGS 


LET'S KICK OFF THIS UNIT WITH ñ BASIC LEG. 
24 


THE FRAMEWORK GETS A KNEE BEND FROM THIGH TO CALF AND FROM ANKLE ТО 
DIGITIGRADE FOOT. (THE DRAGON WALKS ON ITS TOES.) 


ret 


ADD A THICK THIGH, A GENTLY CURVING CALF, AND A FOOT WITH THE TOES SPREAD OUT 


EVENLY OVER THE GROUND. 


234 


Add small lines to 
define the muscles 
under the skin, the 
knobby knee, and 
sharp claws on 
each toe. 


24 


WHEN VOU SHADE AND COLOR THE LEG, VOU САМ DEFINE THE MUSCLES OF THE LEG AS 
MUCH, IF NOT MORE 50, WITH SHADOW THAN VOU DO WITH LINE WORK. 


ARMS 


NOW LET'S DO A SIMPLE ARM WITH AN OPPOSABLE THUMB, MUCH LIKE OUR 
OWN. 
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LAY DOWN A FRAMEWORK THAT HAS A SHOULDER CONNECTED TO AN ELBOW, CONNECTED 
ТО A WRIST, CONNECTED ТО A HAND WITH FOUR FINGERS AND A THUMB. 


ret 


EXPAND THE ARM SO THAT IT HAS A THICKER UPPER ARM, MEDIUM-SIZED LOWER ARM, 
AND DELICATE FINGERS. 


23 


GENTLY LAY IN THE MUSCULATURE OF THE ARM. YOU DON'T HAVE TO PUT IN SUPER THICK 
LINES TO GET THE POINT ACROSS, IF YOU DECIDE TO SHADE THIS DRAWING, VOU CAN DEFINE 
MUCH OF THE ANATOMY WITH SHADOW ONLY, 
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BIPtD LEGS 


THE IDEA BEHIND THIS SET IS THAT THE DRAGON WALKS UPRIGHT ON TWO 
LEGS, MUCH LIKE А T-REX OR VELOCIRAPTOR. OFTEN, THESE HAVE THICK, 
STIFF, UPRIGHT TAILS TO HELP BALANCE THEM. 


ж 


LAY IN A BASIC FRAMEWORK FOR LONG, POWERFUL BACK LEGS, 
22 
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LIGHTLY ADD THE MUSCULATURE AND THE KNUCKLES AND BONES OF THE FEET. 
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BIPED ARMS 

THE ARMS ARE LIKELY HELD CLOSE TO THE BODY WHILE HE RUNS. THEY'RE 
NOT LOAD BEARING, AND SO ARE THINNER AND SMALLER THAN THE HIND 
LIMBS. 


aK 


ret 


Add gentle curves 
along the upper 
arm and wrinkles 
of fat, muscle 
and connective 
tissue where the 
arm meets the 
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24 


STUBBY LEGS 


SHORTER, SQUATTER LIMBS ARE SUITABLE FOR A HEAVY DRAGON THAT WALKS 
WITH HIS BODY LOWER Το THE GROUND. 
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The thigh 
and calf may 
be thicker 
than those of 
the average 

dragon. 


THE TOES MAY BE SHORTER THAN AVERAGE. 
334 


Lightly 
pencil in the 
musculature and 
add fine details like 
the claws and the 
edges of the paw 

pads peeking 


out. Ν 


24 


STUBBY ARMS 
THE ARMS ON THIS SORT OF DRAGON ОРТЕН LOOK A LOT LIKE THE LEGS. 
24 


ret 


384 


Remember to 
include a meaty 


— bicep for this arm. 
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DELICATE LEGS 


THE OPPOSITE OF THE STUBBY LEGS, THESE LIMBS ARE ELONGATED AND THIN. 
THEY ARE MEANT FOR SUPPORTING А SMALLER, LIGHTER DRAGON WHO 
SPENDS MORE TIME IN THE AIR THAN ON THE GROUND. 
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ret 
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Тһе leg тау 
not Бе as thick 
as those of 
other dragons. 


23 


|| Make these claws 
longer than on 
previous legs. 


24 


DELICATE ARMS 
24 


ret 


In a bent arm like this, 
the forearm overlaps 
the upper arm. 


384 


LIGHTLY DEFINE THE MUSCLES AND ADD A SET OF SHARP CLAWS, 
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FURRED LEGS 


FOR OUR PURPOSES WE'LL ADD FEATHERING/FUR TO A QUADRUPED DRAGON. 
KEEP IN MIND A DRAGON'S FUR MAY BE A DIFFERENT COLOR THAN THE SKIN 
UNDERNEATH, SO YOU CAN HAVE A LITTLE FUN! 


ret 


Add a thick thigh 
that transitions into Ey 4 
а lower leg and foot / 


234 


ADD THE FUR AFTER THE BASIC STRUCTURE OF THE LEG 15 DEFINED, AS РЈЕ GROWS OUT OF 
AND DRAPES OVER THESE SHAPES. 
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THE SHOULDER AND UPPER ARM IS SHORTER THAN USUAL, WITH A LONGER LOWER ARM. 


ret 
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DRAGON BRIDLES AND SADDLES 


DRAGON RIDING CAN BE A TRICHY BUSINESS SINCE YOUR MOUNT CAN DO A 
COMPLETE 180 AND DOWN, DOWN, DOWN YOU GO! TO AVOID THIS PROBLEM, 
A SECURE SADDLE OR HARNESS 15 A VERY GOOD IDEA AS IS A GOOD BRIDLE. 
REMEMBER THAT YOU'RE DEALING WITH WINGS, HORNS AND LEGS WHEN 
DESIGNING DRAGON GEAR. HERE ARE SOME IDEAS. 


SIMPLE BRIDLE 
THIS IS JUST LIKE A HORSE BRIDLE. 
24 


DRAW THE STRAPS ОР LEATHER AROUND THE HEAD. THE LEATHER CURVES AROUND THE 
HEAD, WHICH IS A THREE-DIMENSIONAL OBJECT. 


ret 


ADD METAL RINGS ТО CONNECT THE LEATHER STRIPS, 
334 


24 


THE COLOR OF YOUR BRIDLE MAY BE A TAN OR NATURAL LEATHER COLOR, OR IT MAY BE 
DYED TO MATCH THE REST OF YOUR DRAGON'S ТАСИ. 


NECK HARNESS 


THIS LEAVES THE DRAGON'S MOUTH FREE SO НЕ CAN BITE AND BREATHE FIRE. 
THE RIDER CAN TUG ON RINGS TO GUIDE HIM. 
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DRAW A THICK BAND AROUND THE NECK, AND A METAL RING TO EITHER SIDE 


ret 
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Make sure that the metal ring pierces the leather or material of the neck harness. It may 
create a bump when it does so, instead of magically disappearing inside. 
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ARMORED HEADGEAR 


IF YOUR RIDER IS USING A FIGHTING DRAGON, ARMOR FOR HIS MOUNT MAY BE 
AN GOOD IDEA! 
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24 


SADDLE I 


RESTING THE SADDLE ОМ THE МЕСК AND SHOULDER INSTEAD OF THE BACK 
HELPS KEEP IT IN FRONT OF THE WINGS SO YOUR RIDER ISN'T BATTERED. 
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CREATE TWO РАРРЕР РЈЕСЕ5 ОР LEATHER THAT REST ОМ THE SHOULDERS, JUST BEFORE 
THE WINGS. 


Ма: 


ADD TWO LEATHER STRAPS THAT WRAP AROUND THE FRONT LEGS, CREATING A SORT OF 
DRAGON BACKPACK., 


23 


ADD DETAILS SUCH AS STRAP ADJUSTMENTS AND RAISED EDGES TO THE MOLDED 
LEATHER. 


24 


ERASE STRAY CONSTRUCTION LINES AND REFINE OR INK YOUR DRAWING, 
ast 


THE LEATHER MAY BE DYED OR VOU CAN KEEP IT A NATURAL TANNED COLOR. 
SADDLE 2 


THIS ONE 15 REALLY MORE OF A HANDHOLD AND PLACE TO TIE A SAFETY 
STRAP. WITH THIS, YOUR RIDER LAYS ACROSS THE BACK BETWEEN THE WINGS 
AND HOLDS ON FOR DEAR LIFE. 
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DRAW A PIECE ОР MOLDED LEATHER THAT RESTS ON THE NECK AND SHOULDER. 
2¢ 


DRAW IN A THICK BAND OF LEATHER THAT WRAPS COMPLETELY AROUND YOUR DRAGON'S 
NECK, SECURING THE SADDLE IN PLACE. 


23 


ADD А PAIR OF HANDHOLDS AND SOME BUCKLES FOR МЕСИ SIZE ADJUSTMENTS. 
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SADDLE 3 


FOR A SADDLE THAT RESTS ON THE DRAGON'S BACK AND DOESN'T INVOLVE А 
COMPLEX SERIES OF STRAPS, PIERCE THE WING. THIS CAUSES AIR TO ESCAPE 
THROUGH IF YOU МАКЕ THE HOLE TOO LARGE AND 15 SLIGHTLY UNREALISTIC, 
BUT WE ARE TALKING ABOUT DRAGONS HERE. 
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ret 


DRAW FOUR STRAPS (TWO ОМ EACH SIDE) THAT CONNECT TO A CENTRAL PIECE POSITIONED 
ОМ THE CHEST. 
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ast 


THE CENTERPIECE MAY HAVE AN FANCY JEWEL, OR JUST BE A FUNCTIONAL PIECE ОР 
METAL. 


IPART εί 
DRAGON DEMONSTRATIONS 


WOW THAT YOU'VE HAD A CHANCE TO PRACTICE SOME OF THE PIECES ОР 
ANATOMY AND DETAILS, IT'S TIME TO PUT WHAT YOU'VE LEARNED INTO 
PRACTICE AND DRAW SOME COMPLETE DRAGONS! MAKING THE DRAGON A 
SEAMLESS WHOLE IS VERY IMPORTANT AND WILL MAKE YOUR DRAWINGS 
MUCH MORE BELIEVABLE. LETS BEGIN DRAWING DRAGONS WITH ORIGINS 
FROM ALL AROUND THE WORLD AND THE IMAGINATION. 


DRAGON HEAD SHAPES 


DRAGONS CAN BE MANY DIFFERENT SHAPES AND SIZES. IT'S IMPORTANT TO 
CONSIDER THE LOOK OF THE DRAGON THAT YOU ARE CREATING WHEN YOU 
DESIGN ITS HEAD. DO YOU WANT YOUR DRAGON TO LOOK ENORMOUS AND 
ANCIENT? CONSIDER A STRONG JAW, AND SMALL EYES TO CONVEY ITS SIZE, 
WHILE BROKEN SCALES AND FRACTURED HORNS CAN CONVEY THE AGE OF THE 
BEAST. LOOKING FOR SOMETHING A BIT SLEEWER? A LONG JAW, SMOOTH 
LEATHERY SKIN, AND FANCY FRILLS MIGHT BE JUST WHAT VOU WERE LOOKING 
FOR! 


MEDIUM-SIZED SLEEK-CRESTED DRAGON 


$QUAT SCALED DRAGON 


LARGE EARTHEN DRAGON 


ELONGATED CHIMERA DRAGON 


DRAGON EXPRESSIONS 


IN DAY-TO-DAY LIFE, YOU DON'T SIT AROUND WITH THE SAME EXPRESSION 
PLASTERED ОМ YOUR FACE AND NEITHER DOES YOUR DRAGON. HE MIGHT BE 
LOOKING PLEASED WITH HIMSELF OVER A NEW PIECE OF TREASURE HE'S 
RECENTLY ACQUIRED. PERHAPS HE'S AFRAID OF THE SHADOWS OR ANOTHER 
LARGER DRAGON THAT HAS CROSSED HIS PATH. A CHILD PULLING ОМ HIS TAIL 
MIGHT ANNOY HIM OR MAKE HIM HUNGRY. HOW YOUR DRAGON IS FEELING CAN 
BE CONVEYED THROUGH HIS BODY LANGUAGE AND FACIAL EXPRESSION. USE 


BOTH ТО CONVEY THE POINT AND TELL A GOOD STORY. 


THIS DRAGON ISN'T FEELING MUCH OF ANYTHING. HIS JAW IS CLOSED, HIS EARS HELD 
RELAXED, HIS BROW NEUTRAL. OH, WHAT A BORING LIFE HE LEADS. 


A GOOD ROAR EVERY NOW AND AGAIN REALLY HELPS Το BLOW OFF SOME STEAM, 
ALMOST AS MUCH AS A GOUT OF FIRE! YOUR DRAGON'S EYES MAY BE A LITTLE BIT 
SQUINTED AS HE OPENS HIS JAWS WIDE TO BELLOW. 


~. 


, 
А456 
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WHEN IT'S TIME TO WARN AWAY ANOTHER DRAGON OR ANNOYING KNIGHT, YOUR DRAGON 
MAY FEEL THE NEED TO GROWL AND BARE HIS TEETH. PULLING THE LIPS AWAY FROM THE 
TEETH, LAYING BACK THE EARS, AND LOWERING THE BROW HELP CONVEY THIS. 


SOMETHING HAS PLEASED THIS DRAGON. HIS EARS ARE PERKED UP, HIS MOUTH OPEN IN A 
GOOFY GRIN, AND HIS EYES SCRUNCHED UP BECAUSE OF HIS SMILE. 


IF YOUR DRAGON IS A LITTLE BIT WORRIED OR UPSET, HIS EARS MAY BE DROOPED LOW, 
HIS LIPS PULLED BACK BUT NOT EXPOSING MANY TEETH, AND HIS BROWS BUNCHED UP AS 
HE FRETS. 


EVERY ONCE IN A WHILE YOUR DRAGON MIGHT FEEL...A BIT SILLY. CROSSED EYES, A 
GAPING GRIN, AND CROOKED EARS WILL HELP YOUR DRAGON BE HIS MOST GOOFY! 


MEDIEVAL DRAGON 


DRAGONS IN EUROPEAN FOLKLORE WERE HOT TYPICALLY PORTRAYED AS 
BENEVOLENT CREATURES. THESE WERE MONSTERS - CREATURES THAT LURKED 
IN THE MYSTERIOUS UNKNOWN PLACES OF THE WORLD. THESE SERPENTINE 
REPTILES COULD HAVE TWO LEGS, FOUR LEGS, WINGS OR NO LIMBS AT ALL! 
THEY BREATHED FIRE, HAD A VENOMOUS BITE AND LOVED Το GUARD 
TREASURE. IN RECENT TIMES, WESTERN DRAGONS HAVE BEEN FEATURED MORE 
FREQUENTLY IN LITERATURE, MOVIES AND GAMES. THE MOST COMMON 
APPEARANCE OF A WESTERN DRAGON IS A QUADRUPED WITH BAT-LIKE WINGS, 
A LONG SCALY TAIL AND THE ABILITY TO BREATHE GOUTS OF FLAME. 


MEDIEVAL DRAGON: CREST FRONT VIEW 


MEDIEVAL DRAGON: SPINE 3/4 VIEW 


MEDIEVAL DRAGON: SPINE 


MEDIEVAL DRAGON. BASIC SIDE VIEW 


MEDIEVAL DRAGON. HORNED HEAD SIDE VIEW 


MEDIEVAL DRAGON =~ HORNED HEAD: SIDE VIEW 


WE'RE GOING TO TRY DRAWING Å DRAGON'S HEAD FROM THE SIDE, ñ PROFILE 
VIEW. 


ж 


DRAW A SIMPLE CIRCLE FOR THE SHULL, A SHOUT, AND A FLOWING LINE TO SHOW THE 
CURVE OF THE NECK, MAKE SURE THAT YOUR FIRST MARKS ARE WHERE VOU WANT THE 
HEAD ТО BE ОМ THE PAGE. 


ret 


9% 


BREAK UP THE HEAD INTO AN UPPER AND LOWER JAW. ROUGH IN THE EVE AND NOSTRIL. 


SINCE VOU ARE DRAWING ONLY ONE SIDE OF THE DRAGON, DON'T WORRY ABOUT 
SYMMETRY. 


24 


USE SPIKES, HORNS, FRILLS, BEANS AND SCALES TO CREATE AN ORIGINAL DRAGON 
STRAIGHT OUT OF VOUR IMAGINATION! 


ast 


ADD MORE ROWS OF HORNS. FOR A PROFILE VIEW, CREATE A FEW HORNS ON THE OTHER 
SIDE OF THE DRAGON'S HEAD TO MIRROR THE SIDE WE'RE SEEING. 


26% 


TIGHTEN UP YOUR DRAWING AND ADD THE FINAL DETAILS. 


27% 


I CHOSE BASIC BLACK-ON-BLACK HERE. I ALSO ADDED A SPLASH OF PURPLE ОМ HIS FACIAL 
FINS AND VIBRANT GREEN EVES. 


MEDIEVAL DRAGON =~ CREST HEAD: FRONT VIEW 


A FRONT VIEW OF YOUR DRAGON'S HEAD MUST BE SYMMETRICAL AND TAKE 
INTO ACCOUNT THE FORESHORTENING THAT AFFECTS THE VIEW. 


ж 


DRAW A CIRCULAR SHAPE THAT EXTENDS TO THE BACK OF THE SKULL, A SHOUT, AND А LINE 
THAT SHOWS THE DIRECTION OF THE NECK CURVES. SPLIT THE FACE DOWN THE CENTER 
WITH A VERTICAL LINE FOR TWO EVENLY SPACED HALVES, PUT A HORIZONTAL LINE 
PERPENDICULAR TO THE VERTICAL CENTER LINE WHERE VOU WANT THE EYES TO GO. 


ret 


DRAW THE BACK OF THE JAW. KEEP BOTH SIDES ROUGHLY THE SAME SIZE. DRAW THE 
OTHER SIDE OF THE NECK LOOSELY FOLLOWING THE SAME CURVE AS THE BACK OF THE 
NECK. 


234 


ADD THE EVES, SPACING THEM AN EQUAL DISTANCE FROM THE CENTER LINE, THESE ARE 
FACING FORWARD. IF YOUR DRAGON'S EYES NATURALLY LOOK FORWARD, VOU WILL BE 
ABLE TO SEE A LARGE SECTION OF THE ЕРЕ, IF THE EVES ARE ОМ THE SIDE OF ITS HEAD 

LIKE A LIZARD, THEN THEY WILL FACE SIDEWAYS, AND FROM THE FRONT VOU WILL ONLY 

SEE THE SIDES. I DECIDED THAT MV DRAGON HAS Å DIFFERENT BELLV TEXTURE FROM THE 
SCALES THAT COVER HIS BACK 


24 


DIVIDE THE SNOUT INTO AN UPPER AND LOWER JAW, ADD DETAILS INTO THE MUZZLE SUCH 
AS NOSTRILS AND A CLEFT CHIN, 


ast 


ADD HORNS, FINS, WHISHERS, MANES OR WHATEVER FACIAL DETAILS VOU WANT. I CHOSE A 
SET OF GENTLY CURVED HORNS AND A CREST THAT RUNS ALONG BEHIND THEM. MAKE SURE 
THAT THE DETAILS ARE SYMMETRICAL SO THE FACE ISN'T LOPSIDED. 


26% 


TIGHTEN UP THE DRAWING AND ADD ANY REMAINING DETAILS VOU WOULD LIKE, SUCH AS 
INDIVIDUAL SCALES, WRINKLES IN THE SKIN, TINY DIVOTS IN THE JAW, THIS IS THE TIME ТО 
GO WILD! WHEN VOU ARE FINISHED, ERASE ANY STRAY CONSTRUCTION LINES. 


27 


I DECIDED ТО GIVE THIS DRAGON VARYING SHADES OF GREENISH YELLOW ALL DOWN HIS 
BODY. THE BRILLIANT CREST AND EVES IN ORANGE REALLY POP AGAINST THE GREEN ОР 
THE DRAGON, 


MEDIEVAL DRAGON «> SPIRE HEAD: 3/4 VIEW 


IN MOST ILLUSTRATIONS IT WILL BE PRETTY RARE TO HAVE YOUR DRAGON 
FACING PERFECTLY FORWARD OR BE IN PERFECT PROFILE. OFTEN HE WILL BE 
POSITIONED IN A WAY THAT FALLS SOMEWHERE IN BETWEEN. 


ж 


DRAW WHERE VOU'D LIKE THE SHOUT TO BE AND A LOOSE GUIDE THAT SHOWS THE WAY 
THE NECK BENDS. DRAW A CIRCULAR SHAPE THAT EXTENDS TO THE BACK OF THE SKULL 
FROM THE SNOUT. THIS IS AN IMPORTANT STEP. YOU DO NOT WANT YOUR DRAGON'S HEAD 
TO ABRUPTLY END ONCE THE MOUTH IS FINISHED. LEAVING SPACE FOR THE SKULL MEANS 
YOUR DRAGON CAN HAVE FUN THINGS LIKE A BRAIN AND A HINGE FOR HIS MANDIBLE. 


ret 


THICKEN THE NECK AND CONNECT THE HEAD YO IT, 


234 


ADD AN EVE. I WANTED MY DRAGON TO HAVE A RAISED BONY BROW STRUCTURE THAT SITS 
ABOVE ITS ЕРЕ, DRAW A COMPLETE BROW ON THE SIDE OF THE DRAGON FACING US, ON 
THE SIDE THAT'S FACING AWAY, ONLY A LITTLE BIT OF THIS BROW WOULD SHOW OVER THE 
ТОР OF HIS HEAD, SO I DREW IN THIS TINY SLIVER OF BROW, 


24 


ANY DETAILS THAT VOU ADD TO THE SIDE OF THE HEAD FACING US WILL ALSO NEED ТО BE 
ADDED TO THE SIDE OF THE HEAD FACING AWAY. FIGURE OUT WHICH PIECES WOULD BE 
VISIBLE FROM THIS ANGLE. HERE, THE HORN STICKS OUT FAR ENOUGH AND IS RAISED HIGH 
ENOUGH ОМ THE HEAD THAT THE TOP AND TIP OF IT WOULD BE VISIBLE FROM THIS ANGLE. 
THE CREST DOES NOT РОКЕ OUT FAR ENOUGH AND 15 LOCATED TOO FAR DOWW ОМ THE 
JAW TO BE SEEN ON THE OTHER SIDE. 


ast 


WORK YOUR WAY DOWN TO THE SMALL STUFF. ADD PUPILS TO SHOW WHICH DIRECTION 
YOUR DRAGON IS LOOKING, NOSTRILS, AND A SPIKED RIDGE DOWN HIS SPINE. 


26% 


TIGHTEN UP YOUR LINES AND ADD TINY DETAILS, SUCH AS THE INDIVIDUAL SHAPES OF THE 
BELLY SCALES, THE LINES OF THE UPPER AND LOWER EYELIDS, AND THE PLAY OF THE 
MUSCLES IN YOUR DRAGON'S NECK, ERASE ANY STRAY CONSTRUCTION LINES, 


M 


I MADE THE ТОР OF THIS DRAGON'S HEAD AND BACK A DARKER SHADE OF BLUE TO GIVE 
HIM SOME UNIQUE AND FUNCTIONAL MARKINGS. WHEN VIEWED FROM ABOVE (AGAINST THE 
DARK LANDSCAPE) HE WOULD BE MORE DIFFICULT FOR OTHER DRAGONS AND FLYING 
MONSTERS TO SEE. WHEN SEEN FLYING FROM BELOW, THE LIGHTER COLORING OF HIS 
UNDERBELLY WOULD MAKE HIM MORE DIFFICULT TO PICK OUT AGAINST THE LIGHT SKY. 


MEDIEVAL DRAGON =~ FULL DRAGON 


ж 


ESTABLISH THE CURVE ОР THE SPINE AND TAIL AND THE PLACEMENT OF THE HEAD, CHEST 
AND HIPS. 


ret 


where it meets up 
with the head and 


body. 


x 


The tail should 
gradually taper to 
a point. 


334 


SKETCH QUICK LINES FOR THE LEG PLACEMENT. ГУЕ SETTLED ОМ SHORTER FRONT LEGS 
AND LONGER, POWERFUL BACK LEGS, IF VOU DON'T LIKE HOW A LEG IS BENDING, ERASE IT 
AND TRY SOMETHING DIFFERENT. 


24 


CONSIDER WHERE THE MUSCLES MAKE A SUBTLE CURVE IN THE CALVES, ОК WHERE AN 
ELBOW OR WRIST WILL HAVE THE BONE CLOSE TO THE SURFACE AND CREATE A SMALL 
ИНОЕ. 


ast 


The wings typically sit just behind or 
у just in front ој the front limbs. 


ж” 


26% 


Add a pair of 
matched horns to 
your dragon's head 


GIVE THE WING FRAMEWORK SOME THICK-NESS. CONSIDER ADDING SMALL NAILS OR 
CLAWS TO THE TIPS OF EACH "FINGER." CAREFULLY DRAW THE POWERFUL MUSCLES THAT 
CONNECT THE WING TO THE BODY. 


M 


USING A SERIES OF WIDE U SHAPES, CONNECT THE FINGERS OF THE WING, FORMING THE 
MEMBRANE THAT STRETCHES ALONG THE WING FRAME. DRAW THE MEMBRANE FAR DOWN 
THE BODY CONNECTING TO THE TAIL TO GIVE YOUR DRAGON A LARGE AREA OF WING TO FLY 

WITH. 


284 


WORK ON BODY DETAILS SUCH AS BELLY SCALES AND SKIN RIPPLES. 


24: 


DRAW SHARP, EVENLY PLACED SPIKES DOWW THE SPINE. 


104 


PENCIL IN WRINKLES IN THE SKIN WHERE THE EXTENDED WING PULLS THE MEMBRANE. 


мж 


CLEAN ОР ANY STRAY CONSTRUCTION LINES. TIGHTEN THE DRAWING WITH DARKER PENCIL 
STROKES OR BLACK-AND-WHITE SHADING, 


Мех 


J CHOSE A VIBRANT EMERALD FOR THE BODY, TAIL AND BACK OF THE WINGS SO THAT 
WHEN VIEWED FROM ABOVE, HE HAS A SIMILAR VALUE TO THE LAND BELOW, I CHOSE A 
LIGHT IVORY FOR THE UNDERSIDE OF HIS BELLY AND WINGS SO THAT WHEN VIEWED FROM 
BELOW, HE'S CAMOUFLAGED AGAINST THE SKY. OF COURSE, YOUR DRAGON MIGHT BE SO 
MIGHTY THAT HE DOESN'T NEED CAMOUFLAGE AT ALL! 


PLACE YOUR DRAGON IN AN ENVIRONMENT THAT SUITS HIM. SINCE THIS DRAGON IS IN 
MOTION, I USED A FISH-EVE-LENS APPROACH FOR THE BACKGROUND TO DRAW THE 
VIEWER'S EVE TO THE CENTER OF THE IMAGE. THE SUN ALSO CASTS A GOLDEN LIGHT ONTO 
HIS WINGS AND CASTS REFLECTIONS ON THE WATERS BELOW, 


MEDIEVAL DRAGON «> SPIKED DRAGON 


ANOTHER VARIANT ON THE WESTERN-STYLE, MEDIEVAL DRAGON IS THIS BIG, 
MEATY GUY. HE'S HUGE, НЕ5 BULKY AND HE'S COVERED WITH THICK SCALES 


AND SPIKES! 
24 


THREE-DIMENSIONAL SHAPES REPRESENT THE SHULL, CHEST AND HIPS, 


THIS DRAGON I5 LARGE, SO HIS CHEST MAY BE A BIT BIGGER THAN THE DRAGON WE DREW 
PREVIOUSLY. 


ret 


FILL OUT THE NECK, BOPV AND TAIL. 


I MADE MY DRAGON'S TAIL FLAT WITH A BROAD END SO I HAVE ROOM FOR SOME 
IMPRESSIVE SPIKES, IF VOU WANT TO СО FOR A DRAGON THAT HAS A ROUND TAPERED TAIL, 
THAT'S PERFECTLY OKAY. 


9% 


ADD A VERV LOOSE FRAMEWORK FOR THE LEGS, 


24 


DEAW IN THE LEGS THEMSELVES. 


ast 


CONSIDER ADDING SOME SPIKES AROUND THE SHOULDER BLADES. 
LIGHTLY ADD THICK ARMORED PLATING ACROSS THE UNDERBELLY. 


26% 


LAY DOWW A FRAMEWORK FOR THE WINGS WITH SOME SIMPLE LINES. JF YOU DO NOT 
LIKE HOW IT IS TURNING OUT, IT'S STILL VERY EASY TO ERASE AT THIS STAGE, AND YOU 
HAVEN'T SPENT A TON OF TIME ON YOUR WINGS ONLY TO FIND OUT THAT YOU DON'T LIKE 
HOW THEY'RE POSITIONED AFTER ALL. 
МА: 


Put long delicate fingers that can 
spread out to give your dragon a 
massive wingspan. 


ONCE VOU ARE SATISFJED WITH THE WING FRAMEWORK, GIVE THEM SOME DIMENSJON, 


ADD THICK, POWERFUL MUSCLES AT THE BASE WHERE MOST OF THE WING FLAPPING IS 
DONE 


284 
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SURE, YOUR DRAGON HAS A MESS OF SPIKES ALREADY, BUT WE CAN BUILD HIM BETTER, 
STRONGER, FASTER - OKAY, MAYBE NOT SO MUCH - BUT A ROW ОР HORNS AND A 
MATCHING SET ON HIS TAIL ARE WICKED FUN! 
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A ROW OF SPIKES ALONG THE BACK, ARMS, WINGS AND LEGS ISN'T GOING OVERBOARD AT 
ALL! 


мж 


CONSIDER PATTERNING IN INDIVIDUAL SCALES. THE SPIKES ON YOUR DRAGON CAN BE BONY, 
CRUMBLING OR CRYSTALLINE, 


bet 


WHEN VOU COLOR YOUR LUMBERING GIANT, CONSIDER THE ENVIRONMENT IN WHICH HE 
LIVES, WITH THIS DRAGON'S MASSIVE SPIKES ON HIS SHOULDERS, I HAZARDED THAT HE DID 
NOT GET MUCH AIRTIME, AND SO НЕ IS COLORED ТО CAMOUFLAGE WITH HIS ROCKY 
SURROUNDINGS, IF VOU FANCY YOUR SPIKED BEHEMOTH AN ARCTIC OR JUNGLE DRAGON, 
COLOR HIM ACCORDINGLY, 


LUNG DRAGON 


UNLIKE ITS OFTEN MONSTROUS MEDIEVAL WESTERN COUSIN, EASTERN LUNG 
DRAGONS ARE OFTEN PORTRAYED AS BENEVOLENT CREATURES, AND A 
FAVORABLE SIGN TO THOSE LUCKY ENOUGH TO ENCOUNTER THEM. THE LUNG 
DRAGON IS A LONG, SERPENTINE CREATURE, WITH THE SCALES OF A CARP, THE 
CLAWS OF AN EAGLE, AND THE HORNS OF A DEER. THEY ARE ABLE TO SOAR 
THROUGH THE HEAVENS WITHOUT THE USE OF WINGS, A MAGICAL FEAT INDEED 


BEARDED LUNG DRAGON: SIDE VIEW 


ANCIENT LUNG DRAGON. FRONT VIEW 


LUNG DRAGON: 3/4 VIEW 


BASIC LUNG DRAGON: SIDE VIEW 


LUNG DRAGON «>. BEARDED DRAGON HEAD: SIDE VIEW 


THE PROFILE VIEW ОР A DRAGON IS THE EASIEST. YOU DO NOT NEED 10 
WORRY ABOUT PERSPECTIVE OR SYMMETRY, IT 15 VERY STRAIGHTFORWARD. 
IF YOU ARE A BEGINNER, THIS 15 ALWAYS THE VIEW I RECOMMEND YOU TRY 


FIRST. 
24 


LIGHTLY LAV IN A LINE FOR THE SPINE, BACK OF THE SKULL, AND SHOUT. KEEP THE SHAPES 
SIMPLE. IF VOU DO NOT LINE THE POSITIONING AND PROPORTIONS, VOU CAN EASILY ERASE 
THESE LIGHT DRAWINGS THAT TOOK VOU VERY LITTLE TIME. 


ret 


DRAW A CURVED NECK AND BELLY, 


23 


SPLIT THE UPPER AND LOWER JAW WITH A DIVIDING LINE. ADD A PAIR OF HORNS, AN EVE 
AND BELLY SCALES, 


24 


DO NOT DRAW EACH INDIVIDUAL HAIR. JUST DRAW THE GENERAL SHAPE OF THE МАНЕ AND 
A CONTOUR THAT SHOWS THE TEXTURE. IF VOU DRAW IN EVERY HAIR, THE MANE WILL 
LOOK VERY BUSV AND DARK. 


ast 


PENCIL IN THE FEATURES. AN EAR, A PAIR OF WHISKERS, SOME SHARP TEETH, AND NOSE 


SCALES САМ BE EXCELLENT ADDITIONS, 


26% 


ERASE ANY CONSTRUCTION LINES THAT VOU МО LONGER NEED, AND BEGIN TIGHTENING YOUR 
LINE WORK AND PRESSING HARDER WITH YOUR PENCIL. IF VOU WISH, VOU MAY INK YOUR 
DRAWING 


M 


GOLD AND WHITE CAN BE VERY ELEGANT, BUT OTHER COLOR COMBINATIONS ARE 
ENTIRELV POSSIBLE. 


LUNG DRAGON =~ ANCIENT DRAGON HEAD: FRONT VIEW 
TACKLING THE FRONT VIEW FOR ANY DRAGON CAN BE CHALLENGING, AS YOU 
WAVE TO BE ESPECIALLY CAREFUL TO MAKE THE FACE SYMMETRICAL AND 
ACCOUNT FOR THE FORESHORTENING OF THE SNOUT OF YOUR BEASTIE. 


ж 


SKETCH OUT QUICK SKULL, SPINE AND SNOUT PLACEMENT SHAPES. 
DRAW A CENTER LINE DOWN THE SHULL VERTICALLY, AND LOOSELY PENCIL IN A 
HORIZONTAL LINE PERPENDICULAR TO IT FOR THE EVELINE. (DEPENDING ON THE STYLE OF 
DRAGON YOURE DRAWING, THIS MAY NOT ALWAYS BE IN THE CENTER.) 


ret 


DRAW A THICK, CURVED NECK AND REFINE THE FACIAL STRUCTURE, ADDING IN A JAW THAT'S 
WIDE TOWARD THE BACK AND TAPERS DOWN THE SHOUT. 


23 


DEAW A DIVIDING LINE FOR THE UPPER AND LOWER JAW, USE THE VERTICAL CENTER LINE 
AS A GUIDE TO KEEP THINGS SYMMETRICAL. SKETCH IN A PAIR OF EYES, USING THE EVE 
LINE AND CENTER LINES AS GUIDES TO KEEP THINGS SYMMETRICAL AND STRAIGHT. 


24 


DRAW IN А NOSE, A PAIR OF HORNS, AND A PAIR OF EARS. ONCE AGAIN, SYMMETRY IS KEV. 


ast 


26% 


M 


LUNG DRAGON =~ DRAGON HEAD: 3/4 VIEW 


MOST DRAGONS WILL NOT BE VIEWED FROM DIRECTLY IN FRONT OR DIRECTLY 
TO THE SIDE. THE HEAD IS OFTEN ROTATED UP OR DOWN, LEFT OR RIGHT TO 
SOME DEGREE. THE 3/4 VIEW CAN BE CHALLENGING AT FIRST BECAUSE YOU 
WAVE ТО KEEP THE HEAD LOOKING AS IF ALL ITS FACIAL FEATURES ARE STILL 
IN ALIGHMENT, WHILE HAVING AN IMAGE THAT IS ITSELF NOT PERFECTLY 
SYMMETRICAL. 


ж 


LOOSELY PLACE QUICK, LIGHT SHAPES FOR THE SPINE, BACK OF SKULL, AND SHOUT. KEEP 
THE SHAPES SIMPLE. 


Ма: 


DEAW IN THE МЕСИ, FOLLOWING THE ВЕМР5 OF THE SPINE. 


234 


THE HORNS AND EYES SHOULD STILL BE IN ALIGNMENT WITH ONE ANOTHER. TAKE INTO 
ACCOUNT THE PERSPECTIVE VOU ARE WORKING WITH, 


24 


ADD MORE DETAILS INTO THE HORNS, ADD IN ADDITIONAL FEATURES SUCH AS EARS AND 
WHISKERS, 


ast 


26% 


ERASE ANY STRAY CONSTRUCTION LINES VOU NO LONGER DESIRE AND REFINE YOUR 
DRAWING. YOU CAN ADD IN MORE DETAILS, LINE THE TEXTURE OF THE FUR AND THE PUPILS 
Το THE EVES. 


27 


AS YOU SHADE OR COLOR, REMEMBER THAT IF THE LIGHT SOURCE IS COMING FROM THE 
UPPER LEFT, SHADOWS WILL FALL TO THE LOWER RIGHT. 


LUNG DRAGON << FULL DRAGON 


ж 


LAV OUT THE BASIC POSITIONING AND PROPORTIONS, 


ret 


CREATE А LONG, SERPENTINE BODY WITH A FLEXIBLE TAIL THAT TAPERS TOWARDS THE 
END. 


234 


KEEP THE LIMBS’ FRAMEWORK SIMPLE AS YOU FIGURE OUT THE POSE AND PROPORTIONS. 


24 


DRAW THE BACK LIMBS, GIVING THE DRAGON POWERFUL HAUNCHES AND SHARP CLAWS, 


ast 


PENCIL ЈИ A SHORTER PAIR OF FRONT LIMBS CLUTCHING A PEARL. BEGIN THE EVES. 


26% 


PRAW AN UNDERBELLY, KEEPING THE SCALES EVENLY SPACED. 


M 
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ADD DETAILS LIKE Å PAIR OF LONG HORNS AND A TUFTED TAIL 


284 


ADD BRANCHED HORNS, 
ADD IN TUFTS OF FUR ALONG HIS LIMBS. 


24: 


DRAW IN A FUZZY MANE AND BEARD RUNNING DOWN THE SPINE AND JAWS. 


104 


ж 


REFINE YOUR DRAWING, ADDING IN SMALL DETAILS. ERASE ANY STRAY CONSTRUCTION 
LINES. 


bet 


EASTERN DRAGONS MAY BE A GREAT GOLDEN BEASTS ОК FIRE ENGINE RED, IF VOU LIKE, 
VOU CAN PLACE YOUR DRAGON IN AN ENVIRONMENT WHERE HE САМ SOAR THROUGH THE 
CLOUDS OR WATCH OVER A RIVER. 


DRAGON HATCHLINGS 


THERE ARE CERTAIN CHARACTERISTICS TO KEEP IN MIND WHEN DRAWING 
DRAGON HATCHLINGS TO MAKE THEM LOOK LIKE BABIES, INSTEAD OF JUST 
SMALL ADULT DRAGONS. TYPICAL CHARACTERISTICS INCLUDE. 


LARGE HEADS IN COMPARISON TO BODY SIZE. Å HATCHLING'S HEAD 15 
ROUGHLY THE SAME SIZE AS THE CHEST AND HIPS. 


SHORTER SPINE. 


LARGE EVES WITHIN THE HEAD. 
SOMETIMES TOOTHLESS. 


STUBBY LIMBS, TAIL AND WINGS. 
SOFT AND ROUND BODY TYPE. 


UNSHARPENED HORNS AND A FIGURE PADDED IN BABY FAT. 


DRAGON HATCHLINGS =~ WESTERN 


WESTERN DRAGON HATCHLINGS OFTEN WALK ON FOUR LIMBS AND HAVE Α PAIR 
OF BATLIKE WINGS ON THEIR BACKS. THEY MAY NOT VET SPORT A FULL SET OF 
HORNS ON THEIR HEADS, BUT THESE GROW IN WITH TIME. THEY MAY NOT BE 
ABLE TO BREATHE FIRE AT THIS EARLY AGE, BUT REST ASSURED THAT WHEN 
THEY GROW UP, THEY WILL GO FROM BEING LITTLE TERRORS TO BEING...LARGE 
AND TERRIBLE! 


ж 


127 


PLACE THE SKULL, CHEST, HIPS AND A LINE TO REPRESENT THE SPINE. 


ret 


Э 


— 


DRAW THE NECK, BODY AND TAIL. KEEP IT PLUMP AND PUDGY! 


234 


ADD A PAIR OF LARGE EYES AND SKETCH IN THE FRAMEWORK FOR Å PAIR OF STUBBY 
WINGS. THIS BABY IS NOT VET READY FOR FLIGHT, 


296 


ADD А MEMBRANE STRETCHED BETWEEN THE WING'S SPINES, AND PUT DOWW A QUICK 
FRAMEWORK РОК THE LEGS, REMEMBER THAT THE LEGS MAY BE STUBBY, BUT THE BABY 
MIGHT STILL HAVE BIG PAWS, LIKE A POPPY. 


ast 


COMPLETE THE LEGS AND ADD A CUTE ROUNDED CREST ON ITS NECK AND TAIL. 


26% 


CONSIDER ADDING BABY TEETH THAT POP OUT THROUGH THE GUMS. REALLY PLAY UP THE 
LARGE REFLECTIVE EVES. LITTLE DETAILS LINE THIS WILL HELP EMPHASIZE THAT YOUR 
HATCHLING IS YOUNG, 


26% 


YOUR HATCHLING MAY SHARE THE EXACT SAME COLORING AS THE DRAGON IT WILL TURN 
INTO, OR IT MAY BE A DULLER VERSION OF THE COLOR TO HELP CAMOUFLAGE IT FOR 
PROTECTION WHILE IT IS YOUNG AND VULNERABLE. 


DRAGON HATCHLINGS =~ EASTERN 


EASTERN DRAGONS HAVE AN ELONGATED BODY, SO YOUR BABY WILL HAVE А 
BODY THAT'S MUCH LONGER THAN Α WESTERN DRAGON, BUT NOT QUITE AS 


LONG IN PROPORTION ТО 115 HEAD AS AN ADULT. 


ж 


VOL 


PLACE THE SKULL, CHEST, HIPS, AND A LINE TO REPRESENT THE SPINE. 


ret 


Where the hatchling’s 
body bends, consider 
adding little love handles 

of baby fat. 


234 


ADD LARGE EVES, BIG FLOPPV EARS, AND BRANCHED HORNS THAT ARE SMALL AND 
ROUNDED AT THE TIPS. 


ч 


ADD A MANE DOWN THE BACK OF YOUR DRAGON'S NECK, BODY AND TAIL. 


LOOSELY SKETCH IN WHERE THE LIMBS WILL BE. THEY'RE LIKELY ТО BE SHORT, HE'LL 
GROW INTO THEM LATER! 


ast 


26% 


CONSIDER MAKING THE CLAWS ON YOUR DRAGON SMALL AND ROUNDED. 


M 


DRAGON HATCHLINGS =~ FAIRY 


ΤΗΕ SMALLEST OF THE DRAGONS STARTS OUT TINIER THAN νου MIGHT BE ABLE 
TO IMAGINE! YOUR BABY FAE DRAGON WILL MIMIC AN ADULT IN MINIATURE. 
115 WINGS MAY NOT VET BE FULLY FUNCTIONAL OR BRIGHTLY COLORED. 


ж 


A 


PLACE THE SKULL, CHEST, HIPS AND A LINE TO REPRESENT THE SPINE. 


2¢ 
PENCIL IN THE REST OF THE PLUMP BODY. 
334 


Add enormous 
eyes and tiny 
rounded ears 


THE MUSCLES AROUND THE WING CONNECTION MAY NOT BE AS BULKY AS THAT OF AN 
ADULT DRAGON, 


296 


CONNECT THE SPINES OF THE WINGS WITH GENTLE U SHAPES, FORMING THE MEMBRANE 
STRETCHED BETWEEN THEM. DON'T EXTEND THE U SHAPES UP TOO FAR INTO THE WING TO 
AVOID THEM LOOKING TOO SHARP AND DANGEROUS. 


SKETCH IN SOME GUIDES FOR THE SHORT LEGS, 


ast 


ADD IN ANY CRESTS OR DECORATION THAT YOU DESIRE 
COMPLETE THE LIMBS. 


26% 


WHILE MOST OF THIS BABY IS SMALL AND ROUND, MAKE SOME THINGS BIGGER, LIKE A 
PAIR OF LOPPY, OVERSIZED CRESTS BEHIND THE EAR. THIS WILL HELP CONVEY THE AGE 
OF THE DRAGON, 


27 


REMEMBER, THE HATCHLING'S COLOR MAY MIMIC AN ADULT ОР HE MAY BE A BIT MORE 
PLAIN, LACKING ELABORATE PATTERNS AND BRIGHT COLORS. 


DRAGON HATCHLINGS =~ FROST 

YOUR FROST HATCHLING 15 BORN FULLY SCALED AND MUCH HEAVIER THAN THE 
TYPICAL DRAGON. THESE SORTS OF ADAPTATIONS WILL HELP IT STAY WARM IN 
ICY CLIMATES. THOUGH НЕ MAY BE SMALL NOW, НЕ WILL SOMEDAY GROW 
INTO A MIGHTY BEAST WHO GUARDS OR TERRORIZES THE ARCTIC POLES! 


ж 


PLACE THE SKULL, CHEST, HIPS AND A LINE ТО REPRESENT THE SPINE. 


Ма: 


PENCIL IN THE REST OF THE PLUMP BODY, 


23 


6. 


ADD А PAIR OF LARGE EVES AND DEFINE THE UPPER AND LOWER JAW, GIVE HIM AN 
OVERSIZED CREST AND WINGS THAT НЕ LL NEED TO GROW INTO, 


296 


Add а pair of 
rounded horns 


DEAW IN THE SKIN OF THE WINGS, MAKING Å SERIES OF GENTLE U SHAPES BETWEEN THE 
FINGERS OF THE WING FRAMEWORK. BECAUSE THE WINGS ARE SO LARGE, THEY OBSCURE 


MOST OF THE BACK LEGS, 


PENCIL IN THE BASIC FRAMEWORK FOR A PAIR OF FRONT LEGS AND JUST A TOUCH OF THE 
BACK ONES. 


ast 


ADD A RIDGE OF SMALL ROUNDED SPIKES DOWN HIS BACK. 
COMPLETE THE LIMBS. 


26% 


REFINE YOUR DRAWING AND CLEAN UP ANY STRAY LINES. 


M 


FAIRY DRAGON 


DRAGONS CAN COME IN ALL SHAPES AND SIZES, FROM THE GREAT BEASTS 
LARGE ENOUGH TO MOVE MOUNTAINS, TO ΤΗΕ DELICATE FAE DRAGONS WHO 


CAN LAND ОН A TWIG WITHOUT DISTURBING IT. FAE DRAGONS HAVE A LOT LESS 
WEIGHT TO SUPPORT THAN LARGER DRAGONS, SO BOTH THEIR ANATOMY AND 
ΤΗΕ SCALE OF THE OBJECTS AROUND THEM WILL CONVEY THAT. A DRAGON 
WITH THIN, DELICATE LEGS AND WINGS AND LARGE EYES IN PROPORTION 10 
ITS HEAD APPEARS MUCH SMALLER AND LIGHTER THAN DRAGONS THAT ARE 
MORE STOUT AND HEAVILY MUSCLED. 


FAIRY DRAGON =~ FULL DRAGON 


ж 


DRAW THE SKULL, CHEST AND HIPS. KEEP THE SHAPES SIMPLE AND СЕТ YOUR BASIC 
POSITIONING AND PROPORTIONS LAID OUT, 


ret 


BUILD A NECK, BODY AND LONG TAIL РОК BALANCE. 


234 


LOOSELY SHETCH IN A FRAMEWORK FOR THE LEGS, KEEPING THE SHAPES SIMPLE AND 
FOCUSING ON POSITIONING AND PROPORTIONS, 


a 


DRAW THE FRONT AND BACK LEGS IN MORE DETAIL, GIVING THEM LONG, SLENDER TOES 
AND THIN, SPINDLY ARMS, 


ast 


PENCIL IN A WING FRAMEWORK. 


THIS DRAGON HAS ADDITIONAL SPINES FOR HIS WING MEMBRANE TO SPAN. 


26% 


DRAW IN THE MUSCULATURE OF THE WINGS AND GIVE THE SPINES A BIT OF DIMENSJON, 


M 


USING A SERIES OF UPSIDE-DOWW U SHAPES, CONNECT EACH OF THE SPINES OF THE WING 
WITH A THIN LAVER OF SKIN, 


8 


CONSIDER ADDING A SCALED UNDERBELLY. 


PENCIL IN SOME OF THE FACIAL FEATURES, INCLUDING THINGS LIKE AN EVE RIDGE AND EVE. 


24: 


ADD A NOSE, MOUTH AND THE ARCING RIDGE OF SPINES FOR HIS CREST. 


104 


LINK EACH OF THE CREST SPINES WITH CONNECTIVE MEMBRANE. 


мж 


REFINE OR INK YOUR DRAWING, ERASE ANY STRAY CONSTRUCTION LINES. 


Мех 


CONSIDER HAVING THE WINGS MIMIC THE PATTERNS OF INSECTS OR SMALL BIRDS, IF VOU 
DRAW YOUR DRAGON IN AN ENVIRONMENT, REMEMBER THAT THE SCALE OF THE OBJECTS 
SURROUNDING HIM WILL HELP TO EMPHASIZE JUST HOW SMALL HE REALLY IS, YOU WILL 
СЕТА GREATER SENSE OF SCALE SHOWING HIM NEXT TO FLOWERS AND MOSS IN THE 
IMMEDIATE FOREGROUND THAN VOU WILL BY HAVING HIM FLY AGAINST A CLOUDLESS SKY, 
WHERE THERE IS NO BASIS OF COMPARISON. 


SEA DRAGON 


SEA DRAGONS CAN TAKE MANY FORMS. THEY CAN BE GREAT LEVIATHANS TOO 
LARGE ТО FLY OR CRAWL ONTO LAND. THEY CAN BE SINUOUS SERPENTS THAT 
COIL AND CRUSH THE UNFORTUNATE FLEETS THAT SHIM THE SURFACE OF THEIR 
DOMAINS, OR EVEN POISONOUS, TROPICAL BEASTS, SEEMINGLY MORE FISH 
THAN REPTILE. CONSIDER WHERE YOUR DRAGON LIVES. "UNDERWATER" 15 A 
BROAD TERM. A DRAGON THAT DWELLS MILES BENEATH THE SURFACE OF THE 
OCEAN WOULD HAVE Το BE ABLE TO WITHSTAND GREAT PRESSURE AND 
WOULD LIKELY HAVE ADAPTATIONS TO ENABLE IT TO LIVE WITHOUT LIGHT. A 
DRAGON THAT DWELLS IN A TROPICAL REEF WILL BE DIFFERENT THAN ONE 
WHO DWELLS IN THE ICY WATERS OF THE NORTH. 


SEA DRAGON -~ FULL DRAGON 


ж 


ROUGH IN 3-D SHAPES OF THE HEAD, CHEST AND PELVIS, 
DRAW A SWEEPING LINE OF MOTION. 


JF VOU DON'T LIKE YOUR LINE ОР MOTION OR IF THE CHEST PLACEMENT LOOKS OFF, NO 
WORRIES! YOU HAVE SPENT ONLY A MINUTE ОМ THIS STEP AND IT IS STILL EARLY ENOUGH 
ТО CHANGE, 


ret 


| 
| || 
у 
| 
/ 


FLESH OUT THE SIMPLE LINES AND SHAPES. USE THE FIRST LINE OF MOTION AND THE HEAD, 
CHEST AND PELVIS PLACEMENTS AS A GUIDE TO CREATE THE NECK, BODY AND TAIL. 
334 


Using very quick, rough lines, 


\ 
\ 
decide where the limbs go and how ~ 
| they will bend. This dragon has S 
| four webbed limbs. Connect the 


\ 
\ front limbs to the upper portion of 1 
N the chest at the shoulder, and the 


| | 
Ν back limbs to the pelvis / J 
= 
u 


ОР COURSE, HE DOESW'T HAVE TO HAVE FOUR LIMBS. PERHAPS IT HAS NO LIMBS AND 
PROPELS ITSELF THROUGH THE WATER USING ITS FINS. OR FRONT FLIPPERS AND A LARGER 
TAIL? IT'S REALLY UP ТО VOU AND YOUR IMAGINATION, 
294 


RENDER THE THICKNESS AND THE MUSCULATURE OF THE LIMBS. FOR DETAILED 
INFORMATION ON DRAGON LIMBS, REFER TO PART I, 


ast 


Add some details 
such as raised eye 
ridges, webbed “> f 
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AN 
fingers and a scaled * HA 
belly. ~> > — 7. / 
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ROUGH IN THE FRAMEWORK FOR SOME MASSIVE WINGLIKE FINS. THESE WORK WELL WITH 
A LIONFISH THEME. KEEP THINGS SIMPLE AND DON'T BE SCARED TO ERASE AND START 
OVER. 
МА: 


Lent) N 
(221 уч 
| MB a 
“а 
| V/ А, 
| SA 
|| 
\\ 6 
N U М F 
\\ M M 
Ñ М 
Ñ / | 
NI / / 
N / y Е 
SNL 2 / 
~ 2 ye ο 


DRAW SOME QUICK LINES TO USE AS GUIDES FOR MORE FINS OR SPINES. MAKE SURE 


YOU'RE SATISFIED WITH YOUR ARCS BEFORE MOVING TO THE NEXT STEP. 
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CONNECT THE WEBBING BETWEEN THE FRAMEWORK OF THE FINS AND WINGS WITH SMALL 
0 SHAPES. TO MAKE THE CREATURE LOOK COHESIVE, ALIGN THE CURVE OF THE WINGS WITH 
THE CREST OF SPINES COMING OUT OF HIS HEAD AND GOING DOWN THE BACK OF THE NECK. 


24: 


Add fins under the arms 
and around the neck 
Create a nice framework 
of lines that start small, 
grow larger, then get 
small again, creating α 
nice arcing shape 
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PENCIL IN WEBBING IN BETWEEN THE FRAME-WORK FOR THE DRAGON'S FINAL FINS. U 
SHAPES THAT CURVE INWARD INSTEAD OF OUTWARD WILL CREATE ROUNDER, FULLER FINS, 


мж 


WHIP OUT YOUR HANDY-DANDY ERASER AND CLEAN UP ANY STRAY CONSTRUCTION LINES 


THAT VOU МО LONGER NEED, 60 BACK INTO VOUR DRAWING WITH A SHARP PENCIL AND 
ADD IN ANY ADDITIONAL PATTERNING AND DETAIL VOU SO DESIRE. 


Мех 


COLOR YOUR SEA DRAGON TO MIMIC EXISTING FISH AND MARINE LIFE SUCH AS THE 
MARKINGS OF AN ORCA OR THE PATTERN OF AN EXOTIC FISH, FOR THE LIONFISH MOTIF IN 
THIS DRAGON, I PATTERNED THE SPINE, BODY AND FINS WITH SHADES OF BLUE. YOU САМ 
DISPLAY YOUR DRAGON AS IS, OR PLACE HIM IN AN ELABORATE UNDERWATER 
ENVIRONMENT SUCH AS AN UNDERWATER CORAL KINGDOM, A DEEP SEA SPACE FULL OF 
GLOWING CREATURES, OR AN AQUATIC GRAVEYARD. THE POSSIBILITIES ARE ENDLESS! 


DRAGON LICH 


ALL GOOD THINGS MUST COME TO AN END...BUT EVIL THINGS THINK THAT'S 
RATHER DULL, SO THEY LIKE TO STICK AROUND LONG AFTER THEIR NATURAL 
END HAS COME AND GONE. MEET THE DRAGON LICH: HE'S BIG, HE'S BAD, AND 
WE MAY OR MAY NOT BE FALLING APART. IT DOESN'T MATTER WHETHER YOUR 
UNDEAD DRAGON 16 A ROTTING ZOMBIE, AN ANIMATED SKELETON, OR A 
DRAGON SPIRIT, HE'S GOING TO BE A HECK OF A LOT OF FIENDISHLY GOOD FUN 
ТО DRAW EITHER WAY. 


DRAGON LICH =~ FULL DRAGON 


ж 


ESTABLISH THE CURVE OF THE SPINE AND TAIL, AND THE PLACEMENT OF THE HEAD, CHEST 
AND HIPS. 


ret 


AT THIS POINT ГР NORMALLY SAY “FLESH OUT THE BODY,” BUT WITH AN UNDEAD DRAGON, 
IT'S REALLY TOUR CHOICE WHETHER OR NOT VOU WANT TO. PERHAPS HE IS BONES 
CONNECTED TOGETHER WITH NOTHING MORE THAN A FEW PIECES OF ROTTING MEAT. 


I FILLED OUT AND CONNECTED THE DISJOINTED PIECES OF THIS DRAGON, BUT IT'S ENTIRELY 
OPTIONAL. 


384 


Ifyour dragon still has all his 


< 
⁄ legs attached, sketch in the 
framework for them 


24 


REFINE THE LEGS AND GIVE HIM A SET OF ИЛСКЕР CLAWS. THEY SAY THAT AFTER YOU DIE, 
YOUR HAIR AND NAILS KEEP GROWING A WHILE LONGER, SO WHY non, 


ast 


Rather than a pair of eyes, 
why not give this guy a pair 


x of bony sockets? 


LINE THE SIDES WITH SKELETAL PLATING, 


26% 


Continue working on the 4 | ў 

skull-like head, giving him ` 
a couple of large hollows 
where his nostrils would 

have been and exposed ; 

teeth along the jaw. /n iN 
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REFINE THE WING STRUCTURE, ADDING BONY BAT WINGS, 
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CONNECT THE BONY WINGS WITH SKIN STRETCHED TIGHT BETWEEN THE FINGERS OF EACH 
OUTSTRETCHED WING. 


BECAUSE YOU CAN'T REALLY OVERDO IT ОМ SOMETHING AS AWESOME AS A ZOMBIE 


DRAGON, DRAW IN A SECOND PAIR OF WICHEDLY CURVING HORNS, 
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WING MEMBRANE IS A DELICATE THING. IF SOMETHING AS DURABLE AS THE FACE IS 
MISSING, I DON'T THINK THE WINGS WILL HAVE FARED MUCH BETTER. TEAR SOME HOLES IN 
THE WING WHERE THEY'VE BEGUN Το ROT. LEAVE SMALL BITS OF CONNECTIVE TISSUE. 
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ONCE AGAIN; YOU CAN'T OVERDO IT WITH ZOMBIE DRAGONS. ADD A HUNDRED SPIKES, THEN 
GIVE YOURSELF A HUNDRED PATS ON THE BACK (OR MAYBE JUST ONE - YOU KNOW - IN 
CASE SOMEONE'S LOOKING AND DOESN'T UNDERSTAND THAT YOUVE JUST CREATED 
SOMETHING AWESOME). 
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TIGHTEN UP YOUR DRAWING AND CLEAN UP ANY STRAY LINES, 


Мех 


YOU САМ MAKE YOUR DRAGON BONE WHITE OR A NICE DULL BLACK (EVIL LOVES BLACK 
BECAUSE IT'S COOL). YOUR DRAGON MIGHT BE A TRANSLUCENT GHOST OR IT MIGHT BE 
TANGIBLE AND ROTTING WITH A SLIGHTLV GREENISH CAST TO ITS FLESH, ACTUALLV, VOU САМ 
MAKE YOUR UNDEAD DRAGON ANY DARNED COLOR YOU WANT, THOUGH I RECOMMEND 
STAVING AWAY FROM BRIGHT, VIBRANT COLORS - WHILE YOUR DRAGON MAY HAVE BEEN A 
BRILLIANT RUBY AND SAPPHIRE IN LIFE, HE'S PROBABLY FADED A BIT SINCE HE ROSE 
FROM THE GRAVE. 


FEATHERED DRAGON 


NOT ALL DRAGONS ARE LEATHER AND SCALES. FEATHERS AND FUR CAN BE A 
PART OF THEIR DESIGN JUST AS EASILY! CONSIDER WHETHER YOU WANT YOUR 
DRAGON TO BE FULLY FEATHERED, PARTIALLY FEATHERED, OR SIMPLY HAVE 
FEATHERED WINGS. EACH CHOICE WILL RESULT IN ñ SIGNIFICANTLY DIFFERENT 


DESIGN. 


FEATHERED DRAGON =~ FULL DRAGON 


ж 


DRAW THE SKULL, CHEST AND HIPS. KEEP THE SHAPES SIMPLE AND GET THE BASIC 
POSITIONING AND PROPORTIONS LAIP OUT. 


ret 


9% 


PENCIL IN A LOOSE FRAMEWORK FOR THE WINGS. THIS ONE HAS BAT WINGS LAYERED WITH 
FEATHERS, BUT YOURS MAY HAVE PURELY BIRDLIFE WINGS IF VOU WISH! 


24 


DRAW IN THE MUSCULATURE OF THE WINGS, 


ast 


DRAW IN THE SERIES OF GENTLE U SHAPES BETWEEN EACH OF THE WING DIGITS. ADD A 
LOOSE FRAME-WORK FOR THE LIMBS WHERE THEY ARE EXPOSED BEHIND THE WINES. 


26% 


ОМ ТОР OF THE ВАТ WINGS (IF VOU WENT THAT ROUTE) DRAW IN A SERIES OF GUIDES TO 
κεερ THE LAYERS OF FEATHERS IN ALIGNMENT, 


REFINE THE FRONT AND BACK LIMBS. 


M 


DRAW IN THE SHORTER LAYERED FEATHERS USING YOUR GUIDELINES TO KEEP THEM IN 
ALIGNMENT, 


284 


DRAW IN LARGER PRIMARY FEATHERS, LAYERED UNDERNEATH THE PREVIOUS SET. 
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ACCENT YOUR DRAGON WITH FEATHERED CRESTS AND ADORNMENTS. 
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ADD A PLUME ОР FIRE OR SMOKE. 
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REFINE YOUR DRAWING, ADD IN ANY ADDITIONAL DETAILS VOU WISH AND FEEL FREE ТО 
PRESS HARDER WITH YOUR PENCIL. 


Ме 


THE FEATHERS САМ БЕ COLORED AND PATTERNED AFTER THOSE OF А BIRD, OR THEV CAN 
BE YOUR OWW UNIQUE COLOR SCHEME. 


MESOAMERICAN DRAGON 


THE FEATHERED SERPENT CAN BE А FUN DRAGON TO DRAW WITH А LONG BODY 
THAT САМ TWIST AND CLING ACROSS YOUR CANVAS. YOUR SERPENT CAN BE 
JUST AS COMPELLING AIRBORNE AS IT 15 LOOPING 115 COILS OVER THE 
BRANCHES OF Å TREE. CONSIDER ADDING ACCENTS TO YOUR SERPENT SUCH AS 
ELABORATE JEWELRY, TASSELS AND GOLD DECORATION. 


MESOAMERICAN DRAGON > FULL DRAGON 


ж 


DRAW THE SHULL, AND LAV OUT THE LINE OF MOTION THAT THE LONG, SERPENTINE BODY 
WILL FOLLOW. 


ret 


FILL OUT THE BODY, GIVING HIM A LONG NECK, THICK BODY AND TAIL THAT TAPERS YO A 


POINT. 
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HAVING SCALES ОР A SEPARATION OF ТОР AND BOTTOM IS USEFUL IN A BODY WHERE 
THERE ARE NO LIMBS TO HELP VOU FIGURE OUT FRONT FROM BACK. IT HELPS TO SHOW 
HOW THE DRAGON'S BODY TWISTS AND MOVES IN THE SPACE. 
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ADD A LOOSE FRAMEWORK РОК THE FEATHERED WINGS, 


ast 


ADD A PAIR OF HORNS, AND FILL OUT THE WINGS TO INCLUDE THICK MUSCLES AT THE BASE. 
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N = pA 


DRAW IN A LAYER OF SHORT, ROUNDED FEATHERS NEAR THE TOP EDGE OF THE WING. 
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DRAW IN A LAYER OF POINTED SECONDARY FEATHERS. 
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FINISH THE FEATHERED WINGS BY ADDING THE LONG, TAPERED PRIMARY FEATHERS. 


2% 


ADD IN DETAILS TO YOUR DRAGON SUCH AS A CREST OF FEATHERS AROUND ITS HEAD. 


104 


DETAILS SUCH AS A ROW OF FEATHERS ALONG VOUR DRAGON'S SPINE AND SIDES CAN BE 
ATTRACTIVE AND FUN! 


мж 


ONCE VOU ARE SATISFIED WITH YOUR LOOSE 5КЕТСН, REFINE YOUR DRAWING AND ADD 
DETAILS. ERASE ANY STRAY CONSTRUCTION LINES AND CLEAN UP YOUR DRAWING, 


Мех 


YOU САМ MODEL THE PLUMAGE AFTER PARROTS AND TROPICAL BIRDS, OR USE EARTHY 
TONES TO KEEP HIM CAMOUFLAGED IN THE SURROUNDING FOLIAGE. 


DRAGON RIDER 


NOT ALL DRAGONS WILL ALLOW A SMELLY HUMAN ON THEIR BACKS AS THEY 
SOAR THROUGH THE SKIES. THE FEW THAT DO WILL OFTEN FORM CLOSE BONDS 
WITH THEIR TWO-LEGGED COMPANIONS. THE DRAGON RIDER TEAM HAS MANY 
USES. THEY CAN SERVE AS AN ELITE AERIAL FORCE, A REALLY CLASSY CAB 
SERVICE, PERFORM IN RACES, OR DELIVER THE POST IN AN INCREDIBLY 
AWESOME WAY. 


DRAGON RIDER =~ FULL DRAGON 


ж 


KEEP THE SHAPES SIMPLE AND LAV OUT THE BASIC POSITIONING AND PROPORTIONS OF 
THE DRAGON, 
28 


FILL OUT THE BODY. 
334 


PENCIL IN A LOOSE FRAME-WORK FOR THE LIMBS. 
294 


FLESH OUT THE SIMPLE LINES AND PUT IN POWERFUL MUSCLES AND SHARP CLAWS, 
ast 


THIS DRAGON IS DIVING, SO CONSIDER POSITIONING THE WINGS AS THEY BEGIN ТО TUCK IN 
FOR THE MANEUVER. 


26% 


ADD IN THE MUSCULATURE. 


M 


CONNECT THE WINGS TO THE BODY AND THE SPINES OF THE WING WITH UPSIDE-DOWWU 
SHAPES THAT FORM THE DRAGON'S WING MEMBRANE. 


284 


It's important that your rider have AR 
a place to sit! Draw in a simple 
saddle and bridle or harness. 


SIMPLE LINES MAKE BELLV SCALES. 
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Pencil in a simplified figure for the propor- 
tions and positioning of the rider. Since 
this dragon is diving, the rider is crouched 
and prepared for the maneuver. 


ADD HEAD FRILLS. 
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мж 


Ме 


THE RIDER MAY HAVE A UNIFORM THAT MATCHES THAT ОР HIS FELLOWS, OR ONE THAT 
COORDINATES WITH HIS DRAGON SPECIFICALLY. 


DIGITAL PAINTING =~ DRAGON SCENE 


I AM OFTEN ASKED HOW THE ILLUSTRATIONS IN MY BOOKS ARE FINISHED IN 
THAT “MAGIC COLOR STEP." FIRST, KNOW THAT FINISHING A DRAWING IN 
WATERCOLOR 15 JUST AS VALID AS MARKERS, GRAPHITE, ACRYLIC OR 
COMPUTER GRAPHICS. YOU DO NOT HEED TO PURCHASE A FANCY COMPUTER, 
ADOBE® PHOTOSHOP® AND A TABLET TO FINISH PIECES OF ART; THIS [5 
SIMPLY THE WAY THAT I DO IT MOST OF THE TIME. EVEN IF YOU CHOOSE TO 
FINISH YOUR DRAWING DIGITALLY, THERE ARE A LOT OF DIFFERENT WAYS TO 
WORK BESIDES MINE. THE FOLLOWING TUTORIAL IS AN OVERVIEW FOR THOSE 


WHO ARE CURIOUS HOW THE ILLUSTRATIONS IN THE BOOK WERE FINISHED. 


FOR Å MORE IN-DEPTH STEP-BY-STEP DEMONSTRATION OF MY COLORING 
PROCESS, LOOK FOR MY VIDEO (AVAILABLE AS А DVD OR Å DOWNLOAD), 
PRAGOWART. DIGITAL DRAGONS AT THE WORTH LIGHT SHOP, 
WWW.NORTHLIGHTSHOP.COM. 


EQUIPMENT 


» PENCIL AND PAPER (OVER HALF OF MY DRAWINGS START IN MY 
SKETCHBOOK.) 


SCANNER (A PIECE OF COMPUTER HARDWARE THAT ALLOWS МЕ TO SCAN IN 
THE DRAWINGS I MAKE IN MY SKETCHBOOK, TURNING THEM INTO A FILE I CAN 
OPEN AND WORK WITH ON THE COMPUTER.) 


COMPUTER WITH 368 RAM AND AN INTEL? СОВЕ '" QUAD PROCESSOR 


ADOBE PHOTOSHOP CS3 (THE ART SOFTWARE PROGRAM I USE TO INK AND 
COLOR.) 


WACOM TABLET (А PIECE ОР HARDWARE THAT ALLOWS ME TO USE А 
SPECIAL DIGITAL PEN TO DRAW AND COLOR ON ñ TABLET SURFACE. THE 
PRESSURE AND STROWES I USE ARE TRANSLATED INTO PIXELS ON THE 
SCREEN.) 


ж 


THIS I5 THE RESULT THAT VOU WILL LIVELV HAVE AFTER FINISHING ONE ОР THE 
DEMONSTRATIONS IN THE BOOK - A LINE DRAWING WITHOUT MUCH IN THE WAY OF COLOR, 
LINE VALUE, LIGHTING OR ENVIRONMENT. I SOMETIMES SKETCH THIS LINE DRAWING 


STRAIGHT INTO MY ART PROGRAM. OTHER TIMES I DRAW IN MY SKETCHBOOK AND SCAN IN 
THE RESULT. 


ret 


I TYPICALLY USE А HARD-EDGED 5-7 PIXEL BRUSH THAT TAPERS ACCORDING TO PEN 
PRESSURE. 
J OPEN MY SCAN OR DIGITAL SKETCH IN PHOTOSHOP. HERE, I САМ WORK WITH LAYERS. 
(PICTURE SEVERAL CLEAR SHEETS OF PLASTIC LAID ОМ TOP OF EACH OTHER.) I САМ PAINT 
ON EACH TRANSPARENT PLASTIC SHEET INDEPENDENTLY ОР ITS FELLOWS. WHEN THEY ARE 


PUT TOGETHER, THEY CREATE A SINGLE IMAGE, THOUGH EACH LAYER CAN BE MANIPULATED 
INDEPENDENTLY. 


I PUT MY SCAN ON THE BOTTOM LAYER CALLED SKETCH AND CREATE AN EMPTY LAYER ОМ 
ТОР OF IT CALLED INKS, I CAN NOW DRAW ОМ TOP OF MY SHETCH, CREATING A CLEAN 
INHING. 
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WHEN MY INKING IS FINISHED, I LAY DOWN MY BASE COLORS. I DO THIS ON A LAYER 
CALLED FLAT COLORS THAT IS UNDER THE INKS, BUT OVER THE SKETCH, COVERING IT. (THE 
SHETCH LAYER CAN BE TURNED OFF OR DELETED. ITS MAIN PURPOSE IS TO GIVE ME A 
GUIDE TO CREATE MY INKING.) THE COLORS THAT I LAY DOWN DO NOT HAVE ANY SORT ОР 
LIGHTING OR SHADING APPLIED TO THEM YET. 
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| Navigator | History | Pathe | Layer: > У 
Моста т Opecty: 100% > 


J LAY IN A SIMPLE GRADIENT BACKGROUND CALLED BG SET BEHIND MY FLAT COLORS AND 
INKS. THIS GIVES ME A VERY ROUGH IDEA OF MY LIGHT SOURCE AND THE COLORS 
SURROUNDING THE DRAGONS, 


ast 


WORKING ON THE BACKGROUND LAYER, I USE A HARD-EDGED ROUND BRUSH THAT'S 
OPACITY 15 TIED Το PEN PRESSURE. 


I DEVELOP THE BACKGROUND IN MUCH THE SAME WAV AS Å TRADITIONAL PAINTING, 
BUILDING UP COLORS AND CREATING TEXTURES. UNLIKE A TRADITIONAL PAINTING I HAVE AN 
"UNDO" BUTTON, WHICH I MAKE GOOD USE OF. BECAUSE TM WORKING WITH LAYERS AND 
ALL THE BACKGROUND IS UNDERNEATH THE COLORS OF THE DRAGON, / РО NOT HAVE ТО 
WORRY ABOUT MY PAINTING OVERLAPPING THE CREATURES. 


26% 


| Navigator | History | Paths | Layers x | a 
Mutoy т Opecty: 100% » 


J CREATE A LAYER CALLED SHADOWS UNDERNEATH MY LINE WORK, BUT ABOVE MY FLAT 


COLORS. BECAUSE I WANT THE LIGHTING ON THE DRAGON TO STAV WITHIN THE BOUNDS OF 
THE COLOR UNDERNEATH IT AND NOT OVERLAP ONTO THE BACKGROUND, I WILL GROUP THE 
LAYER (RESULTING IN THE LITTLE ARROW VOU SEE IN MY MENU). THIS GROUPING WILL 
ONLY ALLOW MY PAINT TO SHOW UP WHERE THERE ARE EXISTING PIXELS ОМ THE LAVER 
BENEATH IT. I SET THE LAVER MODE ТО MULTIPLY, WHICH 15 Å DARKENING LAVER МОРЕ, 
ANY PAINT I PUT DOWN ON A MULTIPLY LAYER WILL ONLY DARKEN THE COLORS BENEATH 
JT, 1 USE THIS SETUP TO PAINT IN SHADOWS ON MY DRAGON'S BODY. 


27% 


ABOVE THE SHADOW LAYER, BUT UNDER THE LINE WORK LAYER, I CREATE A NEW LAYER 
CALLED WIGHLIGHTS. / GROUP THIS LAYER SO THAT IT'S ALSO TIED TO THE DRAGON'S BASE 
COLORS, AND SET THE LAYER MODE TO SCREEN, A LIGHTENING LAYER МОРЕ, I THEN PAINT 
IN COLORED PINK HIGHLIGHTS WHERE THE LIGHT WOULD BE HITTING THE DRAGONS MOST 
BRIGHTLY. 
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WHEN THE ENTIRE PIECE HAS BEEN PAINTED, I SIT BACK AND TAKE А GOOD LONG LOOK, I 
MAKE ANY FINAL COLOR TWEAKS, MOTION BLUES, ADDITIONAL LIGHT AND SHADOWS THAT 
DON'T LOOK QUITE RIGHT ОМ THE LAVER МОРЕ LAVERS, AND OTHER FINAL ADJUSTMENTS 
AS I SEE NECESSARY. I THEN SAVE MY FILE A FINAL TIME AND CREATE A BACKUP OF IT ON A 
DVD OR EXTERNAL HARD DRIVE; IT DOESN'T TAKE A FIRE OR FLOOD TO DESTROY TOUR 
DIGITAL ARTWORK. ALL THAT'S NEEDED IS A COMPUTER PROBLEM THAT WIPES OUT YOUR 
HARD DRIVE OR CORRUPTS YOUR FILES. HAVING MULTIPLE BACKUPS OF YOUR ARTWORK IS 
A VERV GOOD IDEA TO KEEP IT FROM DISAPPEARING FOREVER DUE TO AN ACCIDENT OR 
UNFORTUNATE MISHAP. 
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THESE AND OTHER FINE IMPACT BOOKS ARE AVAILABLE AT YOUR LOCAL ART 
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AT WWW.IMPACT-BOOKS.COM. 
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» CONNECT WITH OTHER ARTISTS 
» GET THE LATEST IN COMIC, FANTASY AND SCI-FI ART 


SPECIAL DEALS ON YOUR FAVORITE ARTISTS 


IMPACT 


Tales of the Black Freighter now on DVD 


т сы өзе may m 


Watch Rufus В. Seder's Magical Moving Murai 
and Books = : 


Rufus Better Seder т 


ART TECHNIQUES/DRAWING 


A dragon artists 
аа 


agnificent and powerful creatures, these dragons be. 
with bone-crushing jaws and razor-sharp teeth, it's 
ifficult to tell whether you're dealing with a hotheaded nature 

or a wise and benevolent beast. Therein lies the trouble with 
drawing them from life. Make your dragon portraits more au- 
thentic (while avoiding loss of life and limbs) with the help of 
this guide. A follow-up to the fiercely popular Dragon Art v. 
this book features ALL NEW dragons and EVEN MORE 
detailed dragon anatomy instruction. 


+ 60+ step-by-step demonstrations cover a variety of 
dragons, including medieval. fairy and sea-dwelling 


varieties 


* In-depth advice for drawing every part of the beast— 
eyes, ears, horns, wings, scale patterns, limbs and more 


* Extra tips and tricks provided by your dragon guide, 
Dolosus 


It's everything you need to draw a variety of dragons—from 

enormous, ancient beasts with broken scales and fractured / 
horns, to sleek, sinuous creatures with leathery skin 
and fancy frills, So steel your heart, prepare your 
trusty inking pen, and venture forth, brave artist 
+++ unleash the ferocious, extraordinary. original 
beasts that dwell within your fiery imaginings! 
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